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PLAYSTATIO N EXPO UNVEILS 
THE FUTURE^^H 


W ith the PlayStation now ensconced 
in 50,000 homes and with Christ¬ 
mas around the corner, Sony are 
already looking to 1996 and keep¬ 
ing the steady supply of software 
coming. And October's PlayStation Expo '95 was 
the place where it was all on show... 


Across the 7th and 8th of October, Tokyo played 
host to the first ever PlayStation Expo, where any¬ 
one who is remotely anything to do with the Sony 
machine was on hand to reveal new products and 
ideas. Co-sponsored by a trio of Japanese maga¬ 
zines, Expo '95 was the perfect showcase for the 
Sony machine, and the companies on hand to 
unveil new product ranged from Konami, Virgin, EA 
and Namco. Based in one huge hall, the Expo fea¬ 
tured stands displaying all the forthcoming titles in 
either embryonic forms or towards the end of 
development. Capcom, for example, surprised visi¬ 
tors by displaying a virtually complete and very 
playable version of Street Fighter Alpha on a bank of 
widescreen televisions, while Namco whetted peo¬ 
ples' appetites for Tekken II with a stand donning a 
handful of coin-ops. The main PlayStation attrac¬ 
tion on the Namco stand, though, was the freshly- 
unveiled Ridge Racer Revolution which finally put 
shot to moaning of a lack of tracks. 

In all, over 200 games were on show, and a cen¬ 
tral stage also played host to special presentations 
where developers displayed their pride and joys 
while taking questions from the floor. The two 
days were thus broken up into forty-minute slots, 
with games like Sidewinder and D (to be released 
by Acclaim on these shores) among those taking 
centre stage. The games which the Japanese seem 
most impressed with were Bullfrog's con¬ 
version of Theme Park for EA, and Zero 
Divide — the latter proving the Japanese can 
never have enough beat 'em ups. 

The Expo also proved valuable hunting 
ground for UK publishers, with several titles 
currently under negotiation — Criticom 
(page 44) being a perfect example. 

Overall, the Expo was deemed a massive 
success, and plans are already afoot for a 
follow-up activity the same time next year 
although the number of products will 
almost certainly be at least a third larger. 


















BACK ON THE 
HOME FRONT 

Meanwhile, back in the UK the Sony publicity 
machine with more 'celebs' (well, Robbie 
Williams and mini-pops, MN8, caught on camera 
pootling around with Ridge Racer and generally 
enjoying the hipness of it all. There was more 
than enough reason for Sony to celebrate, 
though, as European sales topped the 50,000 
mark within three months of the machine's 
September 29th launch. With Sony aiming for a 
100,000 user base by April, it looks like a good 
Christmas could see them pass this mark with 
ease. Oh dear, who would want a Sega Saturn 
right now... 


After a busy session on the PlayStation the 
MN8 CHAPS GIVE IT THE THUMBS UP. BELOW ROBBIE 
DEMONSTRATES HIS POST-TAKE THAT PASTIME. 


THE BRITS ARE COMING 

Considering consoles are normally initially provided for by our US and Eastern 
cousins, PlayStation Expo '95 was a veritable showcase of English and European 
developing talent. Among those on display and going down a storm were: 


VIEWPOINT 

RORD RR5H 

THEME PRRK 

HI-OCTRNE 

5TRIKER S 3E 

DESTRUCTION 

DERBY 

30 LEMMINGS 
DEFCON 5 
RLONE IN THE 
□RRK 

TOTRL NBR 

WIPEOUT 


The masses gather to have a few goes on some of 
the PlayStation favourites and contemplate all 

THE GAMES THEY WANT FOR CHRISTMAS. 


DECEMlil ] 


I: dliU±l 


A few of last month's titles 
slip back a month... 



MORTRL 
KOMBRT III 

Superb conversion of the 
Williams coin-op. 




ESPN EXTREME 


DRHE5 

A supremely playable mixture 
of Road Rash and roller-blad¬ 
ing/cycling/skating. Slipped 
to a December release. 


WRRHRWK 

3D blaster reviewed this issue 
(page 84). 



STRRBLRDE 

RLPHR 

Awful 3D blaster from Namco. 
Pretty, but minimal playabili¬ 
ty. 

PERIPHERALS: 

MULTI-TRP 

Allows four players to gather 
around the ol' PlayStation. 

EURO RV CABLE 

For those of you without a 
SCART TV. They must also be 
gas-powered, then... 

































PRICE! CHOICE! QUALITY! SERVICE! 


These have made us one of the largest suppliers 
of computer games in the country today! _ 


CAPTURE THE POWER OF THE 

PLAYSTATION 

FOR JUST 
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comes complete with 
demonstration 
CD showing 5 top selling 
games, one control pad 
and an RF cable. 
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Ridge Racer .£36.99 

Road Rash.£35.99 
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Starbiade Alpha.£36.99 

Streetfighter the Movie....£32.99 

Striker '96.£35.99 

tekken .£37.99 

Theme Park.£35.99 

Thunderhawk 2.£CALL 

To Shin Den.£37.99 

Total Ecupse.£35.99 

True Pinball.£34.99 

Twisted Metal.£CALL 


All Prices 
include 
VAT. 


View Point. £35.99 

Warhawk. £36.99 

WWF Wrestle Mania. £35.99 

Wipeout .£36.99 

Word Cup Golf - Pro. £CALL 

Worms. £34.99 


Fire Turbo Joypad - 

REPUCA SONY JOYPAD WITH EXTRA 

turbo-fire, auto-fire and slow 

MOTION FUNCTIONS.£17.99 

Fire PSX Joypad - 

EXACT COPY OF SONY JOYPAD AT 

ALMOST HALF THE PRICE.£14.99 

Official Sony Joypad.£23.99 

Link Cable. £23.99 

1Mb Memory Card.£22.99 

Memory Card. £19.99 

Mouse. £23.99 

Multi Tap. £CALL 

Action Replay.£29.99 

Phono Scart Cable. £9.99 

RGB Scart Cable. £CALL 

Universal Adaptor. £CALL 
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STOW UStOHW 


Till Trans- 


You'll also find £5 off PC CD-ROM 
software vouchers in the December issues 
of NMS, Sega Saturn Magazine, PC Review, CVG, 
Maximum and the January issue of Mean Machines. 
The more magazines you buy, the more discounts you can get! 



YOU'D BE SILLY NOT TO! 

PLUS GREAT DEALS ON SATURN AND PLAYSTATION SOFTWARE AT JOHN MENZIES COMPUTER DEPARTMENTS 
































































































































HORNED OWL 


Best described as a cross between Sega's Virtua Cop and 
Sony's own Twisted Metal, Horned Owl is a Sony of Japan 
shoot 'em up set within the confines of a dark and seedy 
cityscape. Cast as a member of an elite SWAT team, the play¬ 
er is given a complete run of the city as they attempt to blow 
away the renegade droids and villains currently running 
amok. Thankfully, a full complement of missiles, bullets and 
smart bombs makes life on the beat more interesting, and 
although Sony have no UK 
plans at the time of writing, 

we envisage this potential *. 

rival to Virtua Cop appearing » 

in the middle of 1996. A* * 


Marvel's Fantastic Four are set to appear in a forthcoming 
PlayStation title courtesy of Acclaim — with a game based on Iror, 
Man on the cards, too. Both deals are courtesy of Acclaim's recent 
part-merger with Marvel, a deal which will see Acclaim get first 
dibs on all of their characters. At the time of writing, the game 
scenarios and details were not available, but a Fantastic Four film 
is (again) being mooted, and Acclaim's licence could be an indica¬ 
tion that it has finally been given the green light. 


... it's your decision. They're 

BOTH AS BAD AS EACH OTHER! 


FANTASTIC FOUR MEET IRON MAN 


WORST GAMES EVER? 


A HIGH-POWERED CAR OR 
THE VERY LATEST IN HELI¬ 
COPTER TECHNOLOGY... 


Ardent game players will be no doubt chuffed 
to ribbons to learn that two of the worst ever 
Mega-CD games are being converted for the 
PlayStation. Road Avenger and Thunder 
Storm are two of the least playable 
'interactive movies'available for any 40^ 
system. In Road Avenger the player 
guides a car by pressing in the direc- 

tion the randomly-appearing arrow dictates. Coincidentally, 
Thunder Storm swaps the car for a helicopter - and those arrows 
reappear. If its any consolation, both games are being released by 
Data East on one CD, but are unlikely to appear in the UK. 50,000 
PlayStation owners breathe a sigh of relief. 


which will begin 
with the offi¬ 
cial release of 
DarkStalkers, 
and continue i 
throughout J 
the year. / 


Following our early shots last month. Virgin have 
announced plans to release Street Fighter Alpha 
on the PlayStation during the first quarter of 
1996. With the code already complete and draw¬ 
ing huge crowds at the PlayStation Expo in 
Japan, Virgin are still 
awaiting their first 
code delivery, so a 
final release date can 
be announced. Alpha 
also marks the second 
spoils of an exclusive deal 
Virgin have signed 
with Capcom, 


VIRGIN GET STREET FIGHTER 
ALPHA 
































BATMAN TRIUMPHANT 


The rumour mill is already looking as far ahead as 
1997's releases, and word reaches us that part of 
Acclaim's recent batch of Warner movie acquisi¬ 
tions includes Batman Triumphant. The fourth in the 
Batman series. Triumphant has recently completed 
the casting stage, with Director Joel Schumacher 
and Batman Val Kilmer returning, with plans to 
include Chris O'Donnell's Robin into the the as-yet 
incomplete script. Other casting rumours include 
Julia Roberts as either BatGirl or Poison Ivy, while 
Jim Carrey's Riddler is said to be pairing up with 
the returning Joker - as played by Jack Nicholson. 
Let's face it, though, at this stage of the game, 
rumours is all they can be. 

Acclaim will once again be 
using their Motion Capture 
Studio to recreate scenes 
from the film, and access 
to the sets is one of the 
benefits of acquiring the 
licence so early. Expect 
confirmation soon. 




BEYOND THE 
BEYOND 

RPG fans are under siege again, 
as Sony's Japanese division 
unleash Beyond the Beyond for 
the machine. Mixing elements of 
Nintendo's Zelda series with 3D 
battles and meetings. Beyond the 
Beyond is a huge adventure with 
the traditional mix of dragons, 
magic and evil-doers battling it 
out against the player's hand- 
picked team. As usual, battles 
are tactical affairs with hit 
points and magic bonuses, but 
initial feelings to Japan are prov¬ 
ing extremely favourable. As of 
yet, a UK release hasn't been 
set, however. 




OntriahThe PSX II with Slow, Auto, and Turbo buttons @ £24.99 from LMP Ltd. Contact: 01992 503133. The PS Propad with Auto and Slow 
buttons, along with LED display @ £29.99 from Spectra Video. Contact: 0181 908 2211. 



STREET FIGHTER 


THE MOVIE 


PSXII 


TWSITED METAL 


Good news all round real¬ 
ly. Everything is very 
responsive, the joypad 
still feels comfortable 
after a long game, and, 
though the extra buttons 
aren't necessary (what 
with the game already 
featuring rapid guns) 
everything's groovy. 

And. er... that's it! 


Though his pad features a 
Turbo button and a 'pro¬ 
grammable' Auto button, 
but the Auto is the only 
useful one here (with the 
Slow button just toggling 
pause on and off). The D- 
pad is nice and solid - so 
all special moves are 
pretty easy - but the far 
'tips' of the circle are 
perhaps slightly too 
raised. The buttons are 
nice and positive, and the 
only real bad news is that 
the moulded grips on the 
pads didn't naturally fall 
under either my, Steve's, 
or Alex's fingers. 


★ ★★★ 


★ ★★★ 


PS PROPAD 


★ ★★★☆ ★★★★☆ 


Yep, everything's groovy 
here. The controls are 
nice and responsive, and 
everything works as it 
should. The special joy- 
pad options are of no use 
here, but as such the pad 
does everything it should 
do. Sorry. I know that's a 
bit short, but there's 
nothing more to say! 


Excellent! Being able to 
control each and every 
button as far as the rapid 
fire goes makes every¬ 
thing almost SNES con¬ 
troller-like. The buttons 
are low and rounded, so 
'rolling' between hits is 
very easy. The only 
downside here is the fact 
that the space between 
the directions on the D- 
pad is just slightly to 
large, making the double 
'down, down/towards, 
towards, punch' for super 
specials a tad cumber¬ 
some. Other than that, 
very good indeed. 


LONE SOLDIER 


A nice simple game for 
this test, and the PSX II 
performs as you'd 
expect. Everything 
appears to be in its place; 
the Auto fire is of no real 
use; the Turbo actually 
makes the gun fire more 
slowly than if you just 
held down the usual fire 
button; and the finger 
buttons L and R round 
the right way (unlike a 
joypad reviewed last 
month!) What can I say? 

It does the job pretty 
well. 


★ ★★★☆ 


As with the previous pad, 
there's not a lot that can 
go wrong here, and as 
such, the PS Propad is 
fine. The Auto-fire 
options are defunct for 
the same reasons as they 
were before, but the 
solid feel to the pad is 
definitely a bonus all 
round. 


★ ★★★☆ 


OVERFILL 

I like the PSX II. The but¬ 
tons are decent (though 
slightly more 'squared' 
that the standard joy- 
pads) and the D-Pad is 
pretty positive. The grips 
neither work well nor get 
in the way, so you can 
just ignore them, while 
the additional buttons do 
their job well enough if 
you can find a game that 
actually warrants their 
use. I'm still not con¬ 
vinced that there's any¬ 
thing wrong with Sony's 
own pads, but the PSX II 
is one of the better 
options out there. 

★ ★★★☆ 

Very good. I like the PS 
Propad the best out of all 
those I've been sent, and 
if only the D-pad 'point¬ 
ers' had been a touch 
closer together, I might 
even have been tempted 
to give it five out of five. 
Being able to programme 
each individual button as 
either rapid on touch or 
auto-continuous is a very 
nice feature, and even 
the grips moulded into 
the 'handles' are pretty 
decent. It's also worth 
mentioning that there are 
three speeds of 'Slow'. A 
very nice pad indeed. 

★ ★★★☆ 



































AN APOLOGY 


line, and Oz was on Planet 
where the design munchkim 
were playing tricks on him. 
That was why the review of 
Cyber Speed (Issue 2, Page 66) 
had the wrong scores in it. Let 
it be known that we are chas¬ 
tened and bowed, and to rec¬ 
tify matters here 
scores should have 

GRAPHI 
ANIMATI 
SOUN 
MUSI 

PLAYABILITY; j 
LASTAI 
OVERALL: f 


RESIDENT EVIL 


Continuing their assault on the 
Sony sports game market, EA 
are bringing their Virtua Stadium 
idea to American Football, with 
the imminent release of their 
John Madden licence for the 
PlayStation. Madden '96 is a 
full-on simulation of the sport 
where padded jessies slam into 
each other in a poor imitation of 
Rugby. However, this being 
Virtua St a dium -1 a n d, E A a re 
offering views from ever con¬ 
ceivable angle, and camera 
trickery normally associated 
with US television. A review 
next month. 


OCEAN 
KICK OFF 

Ocean are entering the crowded 
Sony footy arena by bringing 
Human's Hyper Formation Soccer 
to PAL users. Now available on 
import, HFS is an arcade 
kickaround, offering a full selec¬ 
tion of international squads, and 
three in-game views. In terms of 
playability, the Japanese code is 
severely flawed with duff 
goalies competing with dickhead 
players for who can move the 
slowest. We're assured the UK 
version is being tinkered with to 
eradicate some of these faults, 
and a March release date is 
being mooted. 


In a welcome change of tack from beat 'em up 
meisters, Capcom, the Street Fighter creators 
have tried their hand at a 3D arcade/adventure 
- and Resident Evil (formerly Bio-Hazard) is the 
result. Initially resembling Infogrames' Alone in 
the Dark, Resident Evil allows the player control 
over a male or female special agent, sent to 
explore strange happenings in an old mansion. 
Using cutaway views and highly detailed back¬ 
drops, Resident Evil is a stunning looking game 
and looks set to blow away 
others of its kind with ease. 

The early version we have 
seen is stunningly atmos- * ' ^ 

pheric, with huge spiders 
scuttling towards the player 
using beautiful animation 
techniques, and total con¬ 
trol available over the 
agents. Virgin have yet to 
announce a firm date for its 
release, though, as they are 
expecting problems with the prphhhi 
censors over the game's * 

blood quota. With zombies I ' 

leaping out to bite necks 
and legs, and ravens pecking 
out eyes, RE is far from a Hr 

kid's game and consequent- 
ly wither end up with an 18 
certificate of the zombies 
drawing green blood from 
their hosts. 



SCIENTISTS SAY WE ONLY USE 
1/8 OF OUR BRAINPOWER. 

FIND OUT WHAT THE OTHER 7/8 IS FOR. 

SONY HAS LAUNCHED THE PLAYSTATION POWERLINE, 

A TOUCHTONE SERVICE OFFERING YOU GAME HELP, HINTS AND TIPS, 
TECHNICAL SUPPORT, SET UP ADVICE, AV ADVICE, 

RELEASE INFORMATION AND COMPETITIONS. 

POWERLINE 0881505 505 




CALLS COST 25p/MIN CHEAP RATE. 39p/MIN AT ANY OTHER TIME (CORRECT AT JUNE 1995). MAX CALL COST IS £2.99. PLEASE ASK PERMISSION OF THE BILL PAYER BEFORE MAKING A CALL. SERVICE PROVIDED BY ADCALL. P0 BOX 3000. LONDON N20 9RB..JJ. AND PLAYSTATION ARE REGISTERED TRADEMARKS OF SONY COMPUTER ENTERTAINMENT INC. 




























THE SNOWMAN 1 


WIN! BABYLON 5: VOLS1-8 



In what could rank as one of the weirdest licences in video 
game history. Gaga Communications are planning a game 
based on Raymond Briggs' The Snowman. With the car¬ 
toon trotted out every Christmas, Gaga have created an 
interactive puzzler aimed at the younger market. The 
game is broken up into a series of puzzles with the player 
using icons to solve the riddles the game sets. For exam¬ 
ple, the ginger snot-nose must first decide which 
footwear to adorn before going out into the snow, and 
these scenes are linked by sequences lifted from the car¬ 
toon. Word reaches us that 
Millennium are planning to 
release the game in the UK, 
so you, too, could be walk¬ 
ing in the air in the foresee¬ 
able future. Shudder. 






RUMOURS AROUND 


Millennium have taken The 
Snowman onboard 1 it seems 

LIKELY THAT IF IT'S TRUE THE 

Cambridge-based team may 

RUSH THE PRODUCT OUT FOR A 

Christmas release. Just 

IMAGINE THAT IN YOUR STOCK¬ 
ING RATHER THAN WlPEOUT... 


Our continuing friendship with Beyond Vision and their classic 
movie and sci-fi label rushes onward, as we offer two sets of eight 
Babylon 5 tapes to the first people to answer our question. If you 
haven't seen it (and as it's on at some stupid time in the after¬ 
noon, don't feel too pissed off), Babylon 5 is set on a huge space 
station manned by square-jawed heroes who are employed to 
make sure shifty alien types toe the line. Needless to say, space 
battles and squabbling between races breaks out, and that's the 
plot. Well, the eight tapes we're offering covers the extended 
pilot and the fourteen episodes that followed. Only the first four 
tapes have been released to date, as as the tapes cost in the £11 
region and are backed up with Dolby and all that gubbins, they're 
worth owning. Oh, and Walter Koenig (Chekov in Star Trek) is in 
one of them, but doesn't keep on about 'wessels.' The first two 
randomly-picked 
people to 
answer the fol¬ 
lowing question, 
wins. Mark your 
entry BABYLON 
5 Competition 
(December 
Issue). Usual 
rules apply. 

Name the new 
commander of 
.Babylon 5? 

1. Sheridan 

2. Kirk 

3. Pertwee 


WIN! MORTAL KOMBAT K0MPENDIUM5 

Titan Books have given us five 
of their Mortal Kombat: Blood 
and Thunder compilations to 
give away in celebration of the 
imminent release of MKIII for 
the PlayStation. Blood and 
Thunder tells of Shao Kahn's 
continuing plan to ransack 
Earth, and Sonya and co's 
attempts to break off the link 
between Kahn's Outworld and 
our little blue planet. There's 
loads of fighting, angst, and 
blood, which means it mimics 
the games perfectly. Except for 
the angst. To win one, answer 
the following question, and 
send it to the usual address 
marked TITAN MORTAL KOM¬ 
BAT Competition (December). 

Usual rules apply. 

Name the half man, half horse 
boss.in MKIJI. ' 

1. Goro 

2. Motaro 

3. Kano 

WIN! FIVE PSX JOYPADS. FIVE PS PROPADS, FIVE 
HYPER JOYPADS, AND FIVE EXTENSION CABLES! 

Yikes! Yes, thanks to those nice people at Fire International and 
the similarly beautiful Spectra Video folk, we have FIVE 
PlayStation Joypads, FIVE Hyper Joypads (both reviewed last 
issue) FIVE PS Propads, and FIVE joypad extension cables to give 
away. I know- incredible isn't it! And all you have to do to stand 
a chance of winning, is answer the following question: If you 
plugged two joypads into a PlayStation, how many buttons would 
you be able to press (including the PlayStation itself!) Answers on 
the back of a postcard to: Joypad Competition, PlayStation Plus, 
EMAP Images, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU. Winners will be drawn at random from correct entries. 
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Blood-soaked flesh 
ripped from chewed-up 
bone, followed by man¬ 
gled intestines draped 
across a bed of twitching 
corpses. For dessert, 
rotting zombies j 

shredded limb from ws* 
limb by rusty chain- I 
saws, garnished with |> 
a side order of shat- \ 
tered bone shards and V 
lashings of gore. It is, 
quite simply, the per- 1 
feet recipe for a three- ^ 
course bloody feast. It's 
probably a vegetarian's 
nightmare but a game- j 
player's wet dream. Ir, of 
course, is Doom. 


T he world is a strange place. While the starving millions of the third 
world fight over scraps of food, thousands of hopefuls back here in 
Blighty rely on six numbered ping-pong balls to provide their for¬ 
tune. Even stranger, you can even speak to the Queen just by tele¬ 
phoning Buckingham Palace and asking for Liz. 

Then there's the double standards of the video games censors. While 
they forbid crucifixes appearing in a game like Worms, they'll happily 
turn a blind eye to the satanic symbols decorating the grime-covered 
walls and rivers of blood and gore that flow freely in Doom. 

And thank god for that. Doom has single-handedly changed the face of 
gaming, on the PC at least. If it wasn't for the collective genius of devel¬ 
oper Id Software, the video game scene would be very different indeed. 
Just about every first-person shoot 'em up draws inspiration from Doom 
in some way and without such an influential predecessor, forthcoming 
titles like Acclaim's Alien Trilogy would be little more than over-ambi¬ 
tious ideas. 

As a result Doom has been copied more times than your best mate's 
hardcore porn video, but few of the clones have managed to capture the 
sheer excitement of charging through dimly lit corridors, tearing through 
waves of demonic Imps with a double-barrelled shotgun and a handful of 
shells. It's a simple idea but like kinky sex, it's great fun, if a little messy. 

After much blood-shed the original and arguably still the finest blast 
fights its way onto the PlayStation, amidst cries of this being the best 
version of Doom yet. Is this just excessive hyperbole or the plain and sim¬ 
ple truth. Find out in the exclusive PlayStation Plus review over the page. 
In the mean time I wonder if Her Majesty is up for a quick Deathmatch..? 
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GRME SPEC 

GAME DIFFICULTY: MEDIUM 
CONTINUES: PASSWORD 

SKILL LEVELS: 4 

RELER5E 1 

NOVEMBER 

PRICE 1 

£44.99 

Iby 1 

GT INTERACTIVE 

[players 1 

1-2 


BETTER THE DEVIL YOU KNOW 


If you want to spend your holiday lazing around in sweltering 
heat why not go to Hell. With temperatures remaining in the in 
the two hundreds all year round, its picturesque volcano ranges 
and scenic lava pools providing the perfect setting for a relaxing 
break. Watch out for the natives though... 


LET THERE BE LIGHT 



oom is a software 
whore. It's flaunted 
itself on just about 
every home com¬ 
puter format imag¬ 
inable and has, if you'll 
pardon the expression, been 
around more times than a cheap 
call-girl riding a waltzer. It's caused 
wanton death, destruction and 
unrivalled enjoyment(!) wherever it 
reared its ugly head and it seems the carnage has 
only just begun. 

This is the PlayStation incarnation of Id's classic 
gore-fest, and is in many ways very different from 
the various guises Doom has previously taken on. 
For starters it looks better than ever before, stuffed 
full of smart lighting effects PC owners can only 
dream of. It's also cram-packed with over 50 Satan- 
slaying levels, made up of all the best bits from the 
original Doom and its successor. Doom II: Hell on 
Earth. Bits from the latest instalment. Ultimate 
Doom, have also been mixed in for good measure. 

Dragged into Hades to prevent the demonic 
hordes from over-throwing the Earth, you're the 
proverbial thorn in Beelzebub's backside as you 
wreak havoc in the bowels of Hell. Each catacomb of 
Satan's lair is plagued by fiendish traps and, unsur¬ 
prisingly, thousands of his minions who roam that 
darkness, from the weedy fireball-spitting Imps to 
the infinitely more scary Cyberdemon. The over¬ 
whelming task of conquering bad boy Lucifer is 
made slightly easier thanks to an impressive array of 
weaponry found along the way, as well as numerous 
health top-ups and other bonuses. 

In addition to the standard one-player game, two 
PlayStations can be linked together to either tackle 
the missions as a cooperative team or fight against 
one another in the awesome deathmatch mode. 
One word of warning though — relationships are 
easily destroyed by repeatedly nuking your partner 
with the BFG, so go easy on them and just use the 
rocket launcher. 


Ha, suck on this PC girfsTThe PlayStation ver¬ 
sion of Doom features some glorious lighting 
effects that help create a believable reality. 
For instance, step inside a lava room and the 
red glow will tint your gun, while lights flicker 
in the darkness to provide the perfect 
'spooky' ambience. Now let's see Doom on 
your€2000 
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A brief tour of some of the great¬ 
est deaths scenes cinemadom has 
to offer. Not that we're glorifying 
it or anything. 


RECALL 


UNDEAD SERGEANT 

The sergeant carries a very large 
gun indeed, which shoots very 
large bullets very rapidly. Take 
advantage of his clumsiness and 
blast with the shotgun before he 
I can take aim. 

MANCUBUS 

The Mancubus is a giant-sized 
pain in the arse, spitting out 
fireballs in a wide arc. Stay 
well back and side-step his 
attacks, returning fire in 
between blasts. 

PAIN ELEMENTAL 

Although similar in appearance to 
the fiery red Cacodemon, the Pain 
Elemental spits out swarms of 
screaming Lost Souls and is much 
tougher to destroy. 

ARACHNOTRON 

Two well-aimed rockets 
will reduce an 
Arachnotron to a 
bloody mush. Watch 
out for its rapid-fir¬ 
ing plasma gun 
though - it's 
deadly even at 
long range. 

REVENANT 

Don't be fooled by the flashing 
fairy lights on the Revenant's 
shoulder pads, they're actually 
rocket launchers that fire homing 
missiles. D'oh! 

CYBER-DEMON 

This guy is one of the toughest 
monsties in the game, firing 
streams of rockets from his 
arm-mounted missile launcher. 
Stay back, power up the BFG 
and fry the git. Alternatively, 
run away. Very quickly. 




Perennial B-movie star Michael Ironside trades punches with Arnie's 
Quaid character but is thrown out of the rising cage courtesy of the 
Austrian man-mountain. As he clutches on to Arnie for dear life, he 


looks up to see a wall of rock moving towards him, and tries even 
harder to pull Arnie to his imminent doom. Sadly, Arn is the stronger 
of the two, and Michael is soon rendered 'armless. 
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The EXCITEMENT 
HAS OBVIOUSLY COT 
TOO MUCH FOR THIS 
BLOKE - HE'S LOST 
HIS HEAD. 




UH-OH , HUGE BALLS OF FLAME DEAD EEK! It'S ROY HATTERSLEY! ER j HANG WELL , IT WAS. NOWIT'S JUST A GORY 

ahead! What on Earth spat them? on, it's actually a Mancubus. mess. Good work , shotgun. 


The BFG's weakened him , now 
let's see if he likes Rocket pie... 


Ohmigod, it's the Cyberdemon! 
Break out the BEG! 


Ha ! One final blast and his vital With demon blood dripping from 

ORGANS INSTANTANEOUSLY EXPLODE . 1 YOUR FACE , YOU HEAD FOR THE EXIT. 


All is quiet in the opening cham¬ 
ber. HmMj what's that switch do? 


Aha! A set of steps have appeared, 
LEADING TO AN EXIT... n 


Arch! As soon as you step into the 

DARKNESS A LOST SOUL ATTACKS! 


Chasing the skull outside, use the 
shotgun to put out his fire. 


Oh HELL , MORE OF THEM PESKY LOST 

Souls. Don't they ever give up? 


MINE'S BIGGER THAN YOURS 


The BFG-9000, or the Big Fu... yes, well, the unfea- 
sibly large gun is easily the most powerful weapon 
in Doom , drawing its energy from the plasma packs 
found scattered throughout each labyrinthian level. 
Guzzling a whopping 40 power cells for each shot, 
the BFG unleashes a stream of photon death which 
stretches out to engulf its target, obliterating all 
but the toughest demons with just one shot. Nearby 
monsties are also wounded in the blast, so it's pos¬ 
sible to wipe out entire legions of Imps with a single 
blast. 


With Robocop pursuing Clarence Boddicker and his gang, the kevlar- 
covered cop finds himself in the path of a charging van. As he scuttles 
out of the way, he reveals the 'Toxic Waste' sticker on the vat behind 


him - which the van duly ploughs into. As the driver stumbles out, his 
flesh disintegrating, insult is added to his already-considerable injury 
as his boss runs his car straight over him... 
























RAiDERS 


Indy has been pipped to the Ark of the Covenant by his Nazi foes, who 
are revelling in the seemingly benign spirits it is unleashing. However 
as the Herr Flick lookalike stares into the face of one such spirit, it 




morphs into an evil demon, and a beam of light immediately pierces 
the Nazi hordes, killing them all. As the two main protagonists watch 
in fear, their faces melt in the heat - all this in a PG film, too... 


Nothing can touch me now , 
Demon Fiend from Hades! 






Take out the lone Imp with a sin 


Cacodemons slowly emerce from First there was one , now there 

the walls as you walk on. are loads! Open fire! 


With demons done and dusted 


cleshotcun blast. 


YOU MAYAS WELL HIT THE SWITCH 




COMMENT 




I never real- 
r ly got into 
Doom in its 


m 


PUB 


PC incarnations, and my first 
real fumblings with Id's clas¬ 
sic was with the crappy Sega 
32X version. As such, a sor¬ 
rowful a confession as it is, I 
came to this PlayStation 
conversion wanting to be 
impressed. Thankfully, with 
the original's gameplay sur¬ 
viving perfectly, and with 
light effects and stunning 
music and sound added to 
the original ideas, Play¬ 
Station Doom has blown me 
away. The atmosphere gen¬ 
erated by the dark, barely lit 
stages is beyond belief, and 
the game challenge is con¬ 
stant as new weapons and 
monsters are introduced. 
Similarly, wandering 
through its many levels is 
rendered even more sinister 
due to the realistic controls 
— you can even hide behind 
walls and pick off foes. This 
is a genuine PlayStation 
classic and - gasp! - the 
best version to date. 


Using the yellow key to open the Feeling thoroughly replenished , 


DOOR , M EDI-KITS GALORE AWAIT... 


YOU GO STRAIGHT FOR THE RED KEY. 


AS SOON AS YOU CRAB THE KEY , HUN¬ 
DREDS of Imps instantly appear! 


Yes! At last you get your grubby 

LITTLE MITTS ON THE CHAINSAW! 


But wait , it's a trick! Amidst a 

GREEN CLOUD , A DEMON APPEARS.. 


It's a Baron of Hell! Worse still , 
you've cot nowhere to run! 


WERE TWO. 


Bored with blasting Beelzebub's minions? No longer excit¬ 
ed by the thought of fragging Mancubus ass? What you 
need is Deathmatch. By simply linking two PlayStations 
together using a serial cable, competing players can fight 
against each other on any of the 54 levels! Alternatively 
you can join forces and tackle each and every stage as a 
team. On second thoughts, frying your best mate with the 
BFG is much more fun. 


This room is packed with nasties , 

SO KEEP QUIET... 


Ah , AN INVINCIBILITY SPHERE. 

Things are looking up at last. 
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TWO WALL-MOUNTED SWITCHES 
OPEN THE DOOR LEADING UP. 


Stay well back and shoot the 
Imps with the shotgun. 


Inside, yet more Imps attack, 
EAGER TO PROTECTA NEARBY BFC. 


Excellent, some extra ammo for 

YOUR RECENTLY-ACQUIRED BFC. 


Itv 


All that remains now is to pluck This room's cram-packed with 

THE KEY FROM THE CORE. URK. IMPS - LET 'EM HAVE IT! 




Surprise! Suddenly more demons Having destroyed the Imps, 


ATTACK FROM BEHIND. 


ANOTHER SWITCH IS REVEALED. 


The first chamber is filled 

WITH TWO TELEPORTERS... 


...BOTH OF WHICH LEAD TO A 

Imp-infested hall. Kill! 


The exit? Or 

IS IT A TRAP? 


Underneath the hall is a hidden 

CHAMBER, FILLED WITH GOODIES. 


p 


Pretty-boy Brad Pitt's Louis character is a bit choked to see his com- ingly harmless swipe of the scythe. As Santiago stands there, a gash 

panions killed, and goes crazy-ape with a scythe. As Stephen Rea's appears and the top half of his body slides back at an angle before 

Santiago character faces him, a fight starts - only to end with a seem- dropping to the ground in a mushy pile. Cool. 

























) l've played 
Doom to 
(ahem) death, 
having waded through both 
the original and its sequel 
when they first appeared on 
the PC. I was therefore more 
than familiar with the 
PlayStation version which is 
essentially an amalgamation 
of the two, combining some 
of the best levels from each 
as well as all the monsters 
and weapons. The result is 
arguably the best version of 
Doom yet. Admittedly, a 
bold statement to make but 
one which is perfectly justi¬ 
fiable considering it has the 
same addictive qualities of 
the PC original and is just as 
instantly appealing. This is 
partly due to the responsive 
joypad controls, which are 
straightforward and prove 
effective even in the bloodi¬ 
est battle. Graphically Doom 
is very impressive indeed, 
scrolling smoothly with only 
the occasional hint of slow¬ 
down. The lighting effects 
are also smart, adding 
atmosphere along with the 
eerie soundtrack. It's the 
adrenaline rush gained from 
fighting Satan's foulest 
demons that makes Doom so 
unique, and as a one-player 
blast it remains unbeatable. 
As for Deathmatch, games 
this good should be illegal. 


Joe Hallenbeck (Bruce Willis) is involved in 
a climactic fight with the big bad guy's 
chief henchman (ie the bloke he kills sec¬ 
ond to last) on top of a sports centre's 
floodlight. With a SWAT team helicopter 
popping shots from above, Willis smacks 


his foe in the gob, and the SWAT team 
pepper the bad guy with bullets as he 
reels away. Because he's such a bad bloke, 
he then pitches over the side of the flood¬ 
light and into the rotor blades of the 
SWAT helicopter! 


THE 








MIQUfrRQ 


LAST 


It's not all wham, blam, thank- 
you ma'am. Running around 
maniacally blasting everything 
with the double-barrelled shot¬ 
gun will only get you so far, and 
exploiting the enemies' weak¬ 
nesses is vital to overall success. 
Therefore learn to use the right 
weapon for the job. 


Kick start the chainsaw and 
charge into combat, carving up 
the Bull Demons before they sink 
their teeth in. 


Cacodemons are easily dealt 
with using either the double- 
barrelled shotgun or the meaty 
chain gun. 


A hail of rockets or a stream of 
blasts from the plasma gun 
should make mincemeat of the 
Barons of Hell. 


Use the shotgun against the 
zombie troops and the slightly 
tougher flame-chucking Imps. 


A single blast from the double- 
barrelled shotgun should extin¬ 
guish this Lost Soul's fire. 


Michael Rbbot, 
Producer, Williams 
Entertainment. 


Blow this fat git to pieces with a 
few well-aimed double-barrel 
shotgun blasts. 


Side-step the Arachnotron's 
stream of plasma blasts and 
crush the beast's over-sized 
brain with a couple of high- 
explosive rockets. 


PSP: How did the deal 
between Id and Williams 
Entertainment arise? 

MA: Well we're practically 
based next door to Id so 
that's why! No, we've had a 
long-term relationship with 
the guys and it sort of 
developed from there. 

PSP: So presumably you 
worked closely with Id? 

MA: Very closely indeed. 
They often came in and 
helped if we had any prob¬ 
lems. They supervised. 

PSP: In that case, who 
decided which levels fea¬ 
tured in the PlayStation ver¬ 
sion of Doom ? 

MA: We actually picked the 
levels ourselves. We went 
through all the levels from 
Doom and Doom II and 
chose the ones we thought 
were the best. 

PSP: Did you make any 
changes to the levels? 

MA: Not in their actual 
design, although we did 
make use of the 
PlayStation's light-sourcing 
capabilities. The soundtrack 
was also written from 
scratch and some of the 
sound effects were 
changed. Otherthan that 
we tried to keep it as close 
to the PC as possible. 

PSP: Ah, but doesn't the 
PlayStation version include 
a brand new secret stage 
called 'Club Doom'? 

MA: Yeah, that's true. But I 
can't tell you about it. 

PSP: Not even a hint as to 
its location? 

MA: Nope. 

PSP: Bah. 
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SOMETHING FOR THE 
WEEKEND, SIR? 

























The brilliance of football. Just imagine it 

24 hours a day, 7 days a week, 365 days a year 


Football, football, football. Women are right, men have only got one thing on their mind. But then nothing else is likely 

to get a look in with Striker '96. (Awarded 93% and called:”Addictive,enjoyable,orgasmic fun” by Gamepro. While Dave Perry of 
Gamemaster TV said:"Striker '96 .PlayStation soccer game of the year. Official!) It captures all the thrills and excitement of football and 
is even more absorbing than the game itself, with ultra smooth panning angles, perfectly animated players and 

unbelieveably fast 3-D graphics. It’s definitely a black armband day. ‘Too right, Arsenal have lost again 
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SPECIAL REPORT 






et's face facts, 
H the PlayStation 
uB \ja is swamped by 
racing games, 
some good, some 
not so good. So why another? 
The reason is quite simple. 
Because there's always room for 
improvement, and as developers 
experiment with Sony's super¬ 
console its capabilities can be 
pushed to the very limits. After 
all, if the next generation of 
PlayStation titles aren't going to 
be better than WipeOut and 
Destruction Derby et at, what's 
the point? 

Thankfully Namco acknowl¬ 
edge this fact, and as result 
Ridge Racer Revolution is expect¬ 
ed to wheel out of the pit lane in 
the not too distant future. It's 
quite obviously a sequel to the 
established Ridge Racer , still one 
of the PlayStation's flagship 
titles, but one that looks just a 
little dated against the rendered 
gloss of the super-slick WipeOut. 
But not for much longer. 

Ridge Racer Revolution is a 
giant leap forwards in terms of 
presentation, gameplay... well, 
just about everything really. 
Visually it's smoother, faster and 
more detailed, there are loads of 
new techno dance tunes to 
groove on down to and rather 
than the original's meagre one 
circuit. Ridge Racer Revolution 
boasts more tracks than a Ronco 
Christmas Classics album. 

But the thing that's making 
the PlayStation Plus crew go all 
gooey is the link-up option. 
Sitting alone in front of your 
television is geeky. Get some 
PlayStation pals around, link 
your machines and play as one 
big happy family. Soon the hal¬ 
lowed PlayStation will unite 
gamers from around the globe so 
come on, let's join hands, link 
machines and bond... 


Ever seen the commercials on 
MTV advertising the German 
techno compilations? If so 
then you'll know what to 
expect of Ridge Racer 
Revolution in terms of ear- 
splitting hardcore house. Yup, 
there are 11 new tunes to 
rave along to, from the squil- 
lion beats-per-minute mad¬ 
ness of Lords of Techno to the 
more sedate but equally 
dance-worthy Speedster 
Overheat. Er, slammin', as 
some drugged-up clubber 
once said. Probably. 
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MS NOVICE 


3/aps 12cars 


I iMZ* UM1 1 U ^1] Vk i M: I IS VERY fast indeed 
AND SCROLLS SMOOTHLY EVEN WHEN THE TRACK 
IS JAM-PACKED WITH CARS. BETTER STILL , IT'S 
EXTREMELY PLAYABLE. ALL THIS FROM A CAME 
THAT'S ONLY 60 PER CENT 

complete. Stunning. 


Mini 


TypeS AT 
max speed 160kr $ 


OTHERS 


Ridge Racer Revolution! 


BIGHT mr TH 


Buckle up and sit tight as the PlayStation Plus 
school of motoring drives you around the all- 
new Ridge Racer Revolution circuit. 






































THE SUN SLOWLY SETS OVER 
THE HORIZON, CASTING THE 
TRACK IN SHADOW. 

Strangely it's back for 

THE NEXT LAP, SCORCHING 
DOWN LIKE A VERY HOT 
FRIED EGG. ERR. 


Racing games, eh. If they 
haven't got more views than an 
outspoken politician, they're 
considered dull. Ridge Racer 
Revolution's got 'em though, so 
you can race either sitting on 
the bonnet of your car (dead 
fast and hyper-exciting) or 
trailing just behind (easier but 
not as exhilarating). 


IJ223 RACE, TIME TRIALS, 
AND FREE RUN. THE FIRST 
TWO ARE FAIRLY EXPLANATO¬ 
RY WHILE THE LAST ALLOWS 
RACERS TO PRACTICE ON ANY 
OF THE CIRCUITS. 


If you're familiar with Ridge Racer you'll undoubtedly 
recognise the cars in Ridge Racer Revolution. That's 
because they're basically the same. There are still four to 
initially choose from, each performing differently the oth¬ 
ers. There are two 'types' to choose from now, one 
being slightly faster than the other. This essential- 
■ ly determines the difficulty of the race ahead as 
the other cars will drive harder if you select the 
SWjp" more powerful vehicle. As in the first Ridge Racer , 
Jl there's the choice between manual or automatic trans¬ 
it mission, as well as a load of hidden cars to race in pro¬ 
viding you can find them. C'est magnifique, mais oui? 


POSITION 


AS THE RACE PROGRESSES 


POSITION 


There are three game 
types: YJ7FW7T7tT7171 
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Complete the race and you're treated to a victory lap 


ous different camera ancles . Smart. 


Another of Ridce Racer Revolution's new features 


SION OF A DEAD-HANDY REAR VIEW MIRROR. 


TWO-COURSE MERL 

One of the main criticisms aimed at Ridge Racer was its lack of tracks. 
There was only a single course after all, which is a bit pathetic by any¬ 
one's standards. Ridge Racer Revolution includes the original track but 
also boasts a brand new circuit. Better still, like the first game there 
are three variations of both the tracks, making a grand total of, urn... 
hang on... two courses, each with three variations. That makes... six! 
The new circuit again stretches along a sun-drenched shoreline, it's 
speedy straights and testing hairpins cutting through sheer-faced 
canyons and past tropical beaches lined with palm trees. Additionally 
you can race around a mirror-image of each circuit, essentially dou¬ 
bling the fun again! 


FROM VARI- 


IS THE INCLU- 


COURSE SELECT 


‘t’.tvH ADVANCED 




O 


GOLDEN OLDIE 

Again Namco dive into the 
swag bag of video game his¬ 
tory and pluck out another 
classic. This time the lucky 
Ridge Racers can play ace 
shoot 'em up Calaga '88 while 
their favourite speed-thrill 
loads in the background. Not 
only does this provide a few 
minutes of tension-relieving 
blasting, it also 'affects' the 
game depending on your per¬ 
formance. Hmm... 
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w SLSTAR" " 


Electronic Studios 


» " . . .blows the roof off the 'Doom' genre" 

Rated: 92% 

PMV# 

'Pure arcade frenzy over a massive variety of levels, 
combining pumping 3D action and awesome 
firepower. This is exactly what we want." 

EamePra 

PUBLISHER: TELSTAR ELECTRONIC STUDIOS LTD 
The Studio, 62-64 Bridge Street, Walton On Thames, Surrey KT1 2 TAP 
Tel: 01932 222232 Fax: 01932 252702 
Email; 1 00622.3702@COMPUSERVE.C0M 
"Jk and "PlayStation" are trademarks of Sony Computer Entertainment Inc." 


AVAILABLE 

NOW! 


STICK THIS CRENADE IN YOUR "PLAYSTATION"! 
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These basketball stars 


I CAN PULL OFF ALL MANNER 
OF DUNKS FROM THE SLAM BEHIND THE HEAD TO THE 
LEAPING ONE-HANDER. IT'S EVEN POSSIBLE TO CRASH 
THE BOARDS SO THE GLASS SHATTERS OVER THE COURT. 


□UNKING! GO NUT5! 


There are few things in this world as serenely 
beautiful as a slam dunk. Unlike NBA Jam 
where players launch 20 feet into the air doing 
rolls and spins, the dunks in Total NBA are rela¬ 
tively down to earth. They're far from boring 


though, featuring 360° spins, back dunks, step 
dunks and hang dunks. And they're all bril¬ 
liantly animated as well. Also most are shown 
on an automatic replay so you can savour 
them. Here's a few shots to give you an idea... 


BA Jam (reviewed in 
Issue 1) was the 
first basketball 
game to make it 
on to the Play¬ 
Station and jolly 
good it is too. However, 
in Total NBA '96 it could well have 
found some competition to sweat 
it out with. 

Total NBA manages to differenti¬ 
ate itself from its rival by going for 
a more realistic edge. The first 
thing that strikes you are the phe¬ 
nomenal graphics, realistically 
rendering just about every player 
from every team in the NBA. 

Unlike NBA Jam , Total NBA isn't 
simply a two-on-two game, using 
instead full teams and catering for 
as many as eight players with the 
aid of a multi-tap. Naturally it con¬ 
tains leagues and play-off tourna¬ 
ments, player stats and the like, 
and all this comes wrapped up in 
television-style presentation 
includes an elaborate replay sys¬ 
tem and loads of camera angles to 
choose from. 

Total NBA is due out in the new year and 
Sony are keen on ensuring that it shares the 
flagship mantle with the likes of Ridge Racer 
and Tekken. From what we've seen and played 
of the game it looks like a definite winner. 
What's more, it's the kind of game that even 
people who aren't big on basketball will find 
easy to get into. For now, gape lovingly at 
some slick shots from the game. 

























Total NBA comes with a whole 
range of camera angles to 
choose from. There are the usual 
overhead and side on angles, but 
it's also possible to use a roving 
camera that swings about the 
action zooming in and out. Total 
NBA even contains a feature 
whereby the action is paused 
and you can saunter about the 
court right in to the faces of the 
players, which are, incidentally, 
all rendered to look uniquely like 
their real life counterparts. 


Fill l COVER LOW 
FOIL COVER HI 
W W IT CAMERA 
If T IfWH R L CAME!A 
PLAYER SHOmOETcAilERA 


I CAMERA OPTIONS 
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FRENCH POLISHERS? 



BEING EXECUTED, FOLLOWED BY A LAY 
UP DUNK. 


Just how good the graphics are 
you can obviously see for your¬ 
self. What you won't be able to 
experience is the breathtaking 
animation. Using motion capture 
technology the players move 
incredibly smoothly and realisti¬ 
cally, making things like dunks 



WHITE. He slips the ball behind 
HIS BACK, MOVES PAST THE DEFEND- 
ER AND IS SET UP TO EXECUTE A LAY 
UP AND EARN THE CELTICS TWO 
POINTS. WELL DONE THAT MAN! 


As you'd have every right to 
expect from a sports sim, Total 
NBA features not only all of the 
teams from the NBA divisions 
but a league and the play offs. 
Not only that but each player has 
a rating based on their defensive 
and offensive capabilities. Have 
a quick look to see if the player 
about to take a three-pointer is 
any good at shooting in the first 
place. Players are all fitted with 
turbo as well which makes them 
faster, more agile and more 


all the more satisfying. The num¬ 
ber of polygons being moved per 
second is about 210, 000 which 
knocks the socks off even the 
likes of Tekken. The icing on the 
cake though has to be the reflec¬ 
tions of the lights and the play¬ 
ers off the highly polished court. 



Just inside the key and with no 

DEFENDERS TO CONTEND WITH, IT'S 
TIME TO GET FLASH WITH A STUNNING 
LEAPING SLAM DUNK. RADICAL, AS I 
BELIEVE THE SAYING GOES. 


capable of brushing off oppo¬ 
nents. The drawback is that this 
eats away at a players stamina. 


DALLAS MAVERICKS 



SHOOTING GUIRI 


POSITION GRD FG AVERAGE 053 

SHIRT NO 1 FG3 AVERAGE 0 47 

HEIGHT 5 11* YRS AS PRO 7 

_ SCOTT BROOKS _ 



FINDING THE CENTRE OF THE LEFT- 
RIGHT, UP-DOWN GAUGE. 


R5 EXPECTED 
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It’s 26 levels of 
car-to-car combat. 
Customize buffed 
monster-stompers 
with trick engines 
and air-grabbing 
jump jets. 


Get a load of 

!&itei€eptor™ Brtxeme, 

the chaotic death-capade featuring 

wicked 4x4s and a blood-thirsty arsenal. 
Red-line across the galaxy's most intense, 
52-bit texture-mapped terrain, 
switching on the fly "between cockpit 
and chase view. Careful, thou$i. Grabbing 

massive air coma 

crush a kidney. Gr two. 


DISTRIBUTED BY 


With our unique, 
head-to-head 2 
player game, grind 
a pal’s ego into the 
asphalt. It’s cruel. 

But there ain’t no 
2nd place. 


4 > 

PlayStation 

Available on the PlayStation™ game console. 
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n the wake of the 
less than innovative 
Rayman , it now falls 
to Birmingham- 
based US Gold to 
introduce a new plat¬ 
form hero to the PlayStation. With 
our main complaint with UBI Soft's 
hero being that it was all-too 
familiar and hardly stretching the 
machine, US Gold's offering is a 
fully-rendered extravaganza, with 
the pink-quiffed rocker hero leap¬ 
ing to and fro across light-sourced 
levels built up with intricate detail. 

Set in 2050, Earth is a very different place. 
Music has done what countless UN envoys and 
peace-keeping forces had failed to do, and united 
the world, making it a generally happy place to be. 
The leading purveyor of such pacifying music is 
one Johnny Bazookatone and his band, who has 
become a legend even more popular than Elvis 
Presley, The Beatles and Five Star. With peace 
prevailing, the forces of darkness are less than 
busy, and the devil himself — now calling himself 
L. Diablo in keeping with a smoother image — is 
less than pleased, and plans to kidnap Johnny and 
his band to unbalance the world and get it back to 
its bad old ways. 

However, even the best laid 
plans often go awry, and the kid¬ 
napping is bungled, with Diablo 
snatching the band and Johnny's 
beloved guitar, Anita, but leaving 
our hero behind in the confusion. 

Thus, with the God-awful scenario 
set, it falls to the player to guide 
Johnny through the said rendered 
stages in an attempt to free his 
band, rescue his guitar and give 
Diablo a firm pasting. Nothing 
changes, does it... 



























RLL THIS FIND 


In the heady world of video game 
magazine publishing a common 
quote we hear is "ah, but it's a 
(add game genre here) with a dif¬ 
ference - it's got puzzle elements, 
too." In fact, if I had a pound for 
every time I'd heard that phrase. 
I'd be able to buy a new pair of 
jeans. Still, in the time-honoured 
fashion we're told that Johnny 
Bazookatone is indeed a platform 
game with puzzle elements, and to 
be fair they're not lying. As Johnny 
wanders through Diablo's domain 
certain areas are locked and — you 
can guess can't you? - require a 
key in order to pass through. Simi¬ 
larly, one stage contains a chef 
who refuses to allow Johnny past 
unless he is appeased with a cer¬ 
tain object first. 


i, TOO... 



keeping with Johnny Bazooka- 
tone's traditional values, Diablo has 
established several larger sprites to 
act as 'boss' creatures at the end of 
key stages. However, far from 
being an all-too-familiar Super NES 
scenario whereby the player jumps 
on the large sprite's head until it 
keels over. Arc have added a stroke 
of genius to the action, with gen¬ 
uine planning needed to usurp the 
over-sized dancers and chefs in 
Diablo's employ. Dotted through¬ 
out the stages preceding the boss 
are what appear to be puffer fish 
but are in fact enlarged viral strains. 
These viruses must first be stunned 
with a few well-placed shots from 
Johnny's gun/guitar, and then 
sucked into the weapon which also 
seems to double up as a vacuum 
cleaner-cum-virus container! With 
several of the virus sprites stashed 
away, they are then shot into the 
face of the errant boss until he 
gives up the ghost. 



HELL’S KITCHEN 


unarmed and comes equipped with his second-favourite 
guitar which, rather bizarrely doubles up as a gun. In 
addition, another favourite attack of Johnny's is a spin 
attack which wipes out anything in the vicinity. In an 
attempt to add extra variety to the proceedings, devel¬ 
opers Arc have also thrown in a few old platform stal¬ 
warts for good measure, with Johnny taking a trip in a 
cart (which looks like a bath chair), swinging on light fit¬ 
tings (phew, rock 'n' roll, eh), and collecting musical 
notes for extra bonuses. 


Johnny's trip to L. Diablo's penthouse domain spans over 
thirty stages, with Johnny picking his way through a 
prison, a hotel owned by the demonic kidnapper, a 
morgue, and onwards through night clubs, restaurants 
and hospitals. Each stage is inhabited by Diablo's hell- 
spawned associates who home in on our hero, swoop 
from above and generally make a nuisance of themselves. 
Johnny's health is measured by a coloured bar at the bot¬ 
tom of the screen, and is reduced with every hit conced¬ 
ed. As can be expected, though, Johnny is far from 
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asper: The 

.■f Friendly Ghost is 
a film I've unfor- 
J^ y tunately not had 
the pleasure of see¬ 
ing. What I can gather from 
those unfortunates who have 
been dragged along to it by chil¬ 
dren or soppy girlfriends is that 
it's cute, cuddly and full of 
wholesome values. One for all 
the family as they say. You can 
be pretty sure then that the 
game is going to go for the same 
soft-centred style, and pre¬ 
dictably enough Casper does. 
There's not a testosterone tot¬ 
ting warrior or chainsaw mas¬ 
sacre in sight. 

Instead, Casper sees the ami¬ 
able little spirit of death wan¬ 
dering through a vast mansion 
with the express intention of 
making some living, breathing 
friends. As he floats supernatu- 
rally from room to room, the 
plan is to fit together various lit¬ 
tle puzzles, pick up keys to open 
chests and doors, and search for 
pieces of the Lazarus machine 
which will transform Casper back 
into a flesh and blood kid. 

Being a ghost has its advan¬ 
tages though, and Casper makes 
the most of them, morphing into 
a host of different things. For 
example, when he learns the art 
of dissipating into smoke, he can 
travel through the grates in the 
walls in search of hidden clues to 
the puzzle he's presently tack¬ 
ling. As fans of the film will 
know, Casper's task is made all 
the more burdensome with the 
presence of his three 
uncles, each out to 
make the little 
S fella's life a mis- 
■ • H ery by causing 

endless mischief. 
^SM^BIess 'em I 


Among the pick-ups on offer, there are sand¬ 
wiches that keep Casper healthy, a variety of 
vegetables like carrots and asparagus, and fruit 
like apples. As the rule goes, it's best to pick up 


everything no matter how odd. For example, huge 
weights keep turning up, and while it may seem a 
bit pointless to keep lugging these about you'll 
find they come in useful later on. 


W A ghost he might be, but Casper is not at ^ 
I liberty to wander through any door that is \ 
I locked. Like mortals, he has to find a key. 
Well, actually, this isn't strictly true. You see, 
with the regular doors he can float above them 
and move through the walls. But with green, 

U blue and purple doors Casper has to find a 
i colour corresponding key. This then opens up j 
k new rooms to explore. Likewise with A 
\ chests that might contain something A 
useful, Casper needs to hunt down 
iV a gold key. 


INTERPLAY 


JANUARY 


PLATFORM 


DERD WEICHT5 




















PUZZLING 


5PIRIT5 


f Casper incorporates a lot of diverting little i 
tasks for the transparent white fella to under¬ 
take. For example, right at the start there is a 
portrait of one of the family ghosts to assem¬ 
ble. There are four pieces in all and each is hid 
den somewhere about the house. There are 
also cryptic clues knocking about that inform 
. Casper about skills he can acquire or ways to 
L progress from room to room. These are 1 
normally written on parchment hiding A 
■JL behind a painting and are discov- 
ered by activating 
_a switch. 





What this means 


ps that Casper 

HAS TO START PUSHING SOME OF 
THE MERCHANDISE FROM HIS 

Colombian contacts. 


If you leave Casper idle 


HE GETS 

OUT HIS CAP AND SHADES AND DOES A 

bit of posing. What a cool ghost, 

AND A GREAT IMAGE FOR ALL THE KIDS 
OUT THERE. 


Casper peeks down 


FROM THE BALCONY 
TO TAKE A LOOK AT THE TWO STRANGERS. 

What he doesn't know is that they have 

A DISEASE RENDERING THEM INCAPABLE OF 
ANYTHING BUT C& A POSES. 




HOW CAN AN 


ENTITY WITHOUT SUBSTANCE PICK UP 
SOLID MATTER? Eh? Eh! 
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Q arkStalkers — the 
warriors of the 
night. 

People tremble 
n fear of these 
monsters. 

A mysterious force awakens 
them from their long slumber. 
"Arise and show your fangs!" 
The silence of night is broken 
by the growls and roars of these 
evil spirits which have been sum¬ 
moned from beyond. 

They are coming — tonight! 
With this Fifties horror film 
scenario (and typically bad trans¬ 
lation), Capcom's quest for 
PlayStation supremacy continues 
apace, as they temporarily aban¬ 
don their motley band of Street 
Fighters and X-Men in favour of 
combatants more likely to be 
found in old Hammer films or 
Italian gore-fests. Retaining the 
same graphical style of past 
Capcom hits, DarkStalkers is 
another one-on-one beat 'em up 
as the player guides one of ten 
nightmarish fighters through 
'best of three' bouts in a bid to 
become the ultimate 'creature of 
the night.' However, in keeping 
with the horror theme, Capcom 
have expanded upon the basic 
punch and kick devices favoured 
in past titles, and added clawing, 
biting and shredding moves that 
you'd expect a B-movie star to 
have at their disposal. Proving 
they're not afraid of the dark of 
the creatures found within. 

Virgin have pledged allegiance 
to Capcom's night warriors, and 
DarkStalkers is set 
to haunt PAL 
PlayStations 

early in the Jx li&fc 

new year. f M 


As can be expected of a Capcom beat 9 
y 'em up, DarkStalkers is never short of a spe-^ 
cial move or two. Each character is endowed ’ 
with a series of fireballs/special attacks/fancy 
kicks effected whenever the customary string of 
pad manipulations and button presses are per¬ 
formed. Similarly, depending on the character's 
size and agility, specific moves are also avail- i 
able to certain heroes - including the 
L Frankenstein monster's mighty fist pound- i 
^ ings (mimicked by the Sasquatch char- A 
acter), and the incredible chainsaw- 
toting leg owned by the rock 
k,. zombie. Hmm. u 


VIRGIN 


JANUARY 


BEAT'EM UP 


©CAPCOM CO LTD 1994/5 















































TjTmrm 


THE TROUBLE MRN COMETH 


In keeping with the game's spooky theme, DarkStalkers opens with a suitably Scooby 
Doo- style intro. With the all-too-familiar flock of birds flying towards the screen, a 
less than haunting song called I'm the Trouble Man reveals each of the characters and 
displays a clip of the said fighter in action, before cutting away to general shots of the 
game and an overview of the fighters. Street Fighter was never like this... 


Jon Talbain undergoes 


| 


THE CODE PREVIEWED 


Inside Demitri's 


| ONLY ALLOWS THE PLAYER TO PLAY 
AGAINST THEIR CHOSEN CHARACTER. ~ 


LUXURIOUS 


Romanian palace. 


ENTERS HIS BOUT. 


I THE CHANGE INTO BEAST AS HE 


LOOK WHO’S STRLKINO 




If the Street Fighter combatants were the 'World 
Warriors', the undead hordes in DarkStalkers are 
most definitely their undead compatriots. As with 
the aforementioned Street Fighter characters, 
DarkStalkers brings its ten characters together 
from different parts of the world. Morrigan the 
succubus, for example, hails from Scotland while, 
unsurprisingly the Bigfoot is a dweller of Canada's 
chillier parts. 

SAMURAI : Accursed Warrior, 

Bishamon. 

Hailing from feudal Japan, 

Bishamon is equipped with the 
huge sword so very popular at 
the time. 




MERMAN : Hero of the Sea, 
Rikuo. 

Ariel the Little Mermaid he 
ain't. Huge 'wings' act as both 
shield and weapon for this 
Brazilian battler. 

WEREWOLF : Whirlwind 
Wolfman, Jon Talbain. 

The English entrant, born in 
1940 and the master of scorch¬ 
ing kicks and dives. 

CAT WOMAN: Teen Feline 
Dreamer, Felicia. 

Felicia is a child of the Sixties 
(1967, to be precise), and her 
claws make her a formidable 
representative for the US. 



BIGFOOT: Snow Hulk, 
Sasquatch. 

A huge white beast with mas¬ 
sive and powerful fists and 
feet, Sasquatch is fast but slow. 



MUMMY: Pharaoh from the 
Crypt, Anakaris. 

The oldest entrant (2664BC), 
Anakaris is one of the larger 
warriors with mystic skills in 
addition to his might. 



VAMPIRE: Prince of Darkness, 
Demitri Maximoff. 

Demitri comes prepared with all 
the moves expected of a vam- 
piric undead. Fireballs are a 
particular forte of Romania's 
fanged fighter. 





ZOMBIE: Rocker of Death, Lord 
Raptor. 

Dug up from down under. Lord 
Raptor is an zombie rocker 
(aren't they all?), with the novel 
addition of a chainsaw attached 
to his leg. 



SUCCUBUS: Queen of the 
Night, Morrigan Aensland. 

DarkStalkers token buxom 
wench, but one of the best all- 
rounders in the game. Scot¬ 
land's entry to the competition. 



FRANKENSTEIN: Crusher 
Corpse, Victor Von 
Gerdenheim. 

Huge hands and a surplus of 
electrical power are two of this 
German hero's specialities. 





35 


















MICROPROSE 



FEBRUARY 

TBA 

1 

SIMULATION 







I HAVE YOU now! 


| Switching over to Hellfires, you 

ACQUIRE A POSITIVE TARGET LOCK. 


While the external views 


I ARE NICE TO LOOK AT, THE 
GAME IS EASIER TO PLAY FROM INSIDE THE COCKPIT. 


O f asked to pick five 
memorable 
scenes from films 
which would you 
choose? The chest- 
ourster exploding 
from Kane's rib-cage in Alien ? 
The shower scene in Psycho 
maybe. Whatever your selection, 
the helicopter raid on the 
Vietnamese village in Apocalypse 
Now is one of the most breath¬ 
taking cinematic masterpieces in 
celluloid history. Dozens of heli¬ 
copters swarm over the mass of 
wooden shacks and huts, show¬ 
ering the VC in a hail of missiles 
and gunfire while Wagner's Ride 
of the Valkyrie echoes through 
the jungle. Intense stuff. 

While MicroProse's Cunship 
2000 isn't as cinematically 
exceptional as Coppola's classic, 
it promises to be just as action- 
packed. Loosely based on the 
best-selling PC game of the 
same name, Cunship 2000 is a 3D 
simulation/shoot 'em up that 
offers frantic blasting in the 
arcade mode or a more in-depth 
challenge in the campaign simu¬ 
lator. Flying either the Apache or 
Comanche gunship the game 
stretches across two war the¬ 
atres, namely Central Europe 
and the Persian Gulf. The com¬ 
bined forces of Iran and Iraq lurk 
within the desert wastelands of 
the Gulf while the Soviet Union 
leads the assault through the 
towering cityscapes of Europe, 
ploughing across the visually 
realistic, geographically dynamic 
texture-mapped terrain. 

But while you may look cool 
flying across light-sourced land¬ 
scapes in a smart combat heli¬ 
copter, all street cred is instantly 
lost when you realise you can't 
fly the damn thing, yanking on 
the cyclic before crash landing in 
the middle of Paris, wiping out 
hundreds of innocent bystanders 
and toppling over the Eiffel 
tower. Hmm, maybe it's not such 
a simple shoot 'em up after all... 




ANGLE OF FITTFICK 

Cunship 2000 is pretty good looking, really : a 
software supermodel if you will. It's curves are 
gracious, it has perfect bone structure and... 
erm... Anyway, there are a handful of views to 
flick through, from the bog-standard in-cockpit 
angle to the cosmetically chic chase plane. 
There's also a missile view, so you can watch the 
bloody death of your enemy first-hand! 



















































BERTH FROM RBOVE 


[■Ms 


The PlayStation incarnation of 
Cunship 2000 is a far cry from 
the archaic PC game of yester¬ 
year. One of the main improve¬ 
ments it boasts is glorious tex¬ 
ture-mapped landscapes rather 
than flat, bland terrain with the 
occasional green triangular hill. 
Yup, now detailed canyons 
carve through lush green mead¬ 
ows, buildings tower from the 
ground and even tiny aircraft 
taxi along runways before tak¬ 
ing off. Ah, the wonders of 
modern technology. 


Let the lazy gits have it! While they're dreaming 
of Karl Marx and Kolashnikov rifles, let rip with 
streams of missiles. BLAM! Smoke billows from 
the ruins of the razed airbase. 


Before you take off always remember the airway 
code: mirror, signal, manoeuvre. Now where are 
those damn indicators? 


Consulting the in-flight map, the primary target 
is clearly marked - an enemy airbase just a few 
kilometres away. 


Skimming low across the ground the airfield 
gradually fades into view. Initiating the raid at 
dawn has paid off, as there is no sign of the 
enemy - still in bed no doubt. 



37 













































PREVIEW^ 





38 




, ith the CD medi¬ 
um barely enter- 
' ing its second 
year across the PC 
and Mac formats, 
Myst is already regarded as 
something of a veteran. Created 
by hippy developers. Cyan, Myst 
is a strange beast with bugger all 
in the way of fancy routines, 
instead drawing the user into its 
depths via its bizarre scenario 
and brain-stretching puzzles. 
Myst is best described as a story¬ 
book on a CD. It concerns a book 
which has inexplicably drawn the 
player into its pages. Having 
awoken beside an unfamiliar 
dock, Mysfs plot unfolds as the 
player explores its flick-screen 
world, pressing buttons and col¬ 
lecting objects via its simplistic 
icon system. 

As the PlayStation mouse or 
joypad is used to pan around the 
rendered locations, clues are 
casually dropped into play, with 
but one human ally offering the 
briefest of descriptions of how 
to escape key dilemmas, and the 
use of objects scattered around 
the play area. Your mission is 
simple: escape back to the real 
world. However, exploring the 
airships, boats and the island's 
central library unveil new objec¬ 
tives, drawing the player into a 
world where all is not what it 
seems. The library is the key to 
Myst , and two books — one red, 
the other blue — open to reveal a 
mini-screen, through which a 
human face tries to explain 
things through a backdrop of 
static interference. All is not 
what it seems in the world of 
Myst , and SIE plan to unveil the 
classic puzzler to PlayStation 
owners early next year. As such, 
consider yourself warned. 






• 


ICON-OCLRST 


While Myst's puzzles and conundrums will 
threaten the very follicles of even the most 
patient of adventurers. Cyan have attempted to 
make the game as easy to play as possible. 
Everything is effected using a series of icons 
which only appear when a particular movement 
is applicable - ie a door can be opened or a 
switch flicked. Wandering around the flick- 
screen locations is simply a matter of moving 
the cursor to the side of the play area you wish 
to explore and pressing the mouse or X button. 
Similarly, objects of interest are highlighted 
with a hand icon which allows the player to col¬ 
lect or use the object with another press of the 
said buttons. Simple it may seem, but the com¬ 
plex nature of the puzzles and the strange 
unfolding scenario couldn't be more to the 
other extreme. 




























STORY¬ 

TELLING 




Explaining the strange goings-on 
within Myst is tricky to say the 
least, at least without complete¬ 
ly destroying the plot and 
revealing the puzzles within this 
odd adventure. The books found 
within the game's central library 
tell of a man called Atrus who, 
alongside his wife Catherine and 
his two sons, Sirrus and Achenar, 
chose the idyllic island to escape 
from the pressures of the world. 
However, with the exception of 
a handful of ledgers, most of the 
library's contents are charred 
and illegible, apart from a red 
book and a blue book. Within 
these, two characters attempt to 


contact the player and ask them to recover pages for their respective tomes which they claim will allow them to explain the reasons for the 
strange goings-on on the island. Next, further readings reveals plans of islands beyond the one you find yourself on, and exploring the 
forests, volcanic areas and ornate buildings uncovers a plot which indicates one of the books prisoners could be severely unbalanced. 





OBJECTIVITY 




MS 




(ilPHlI 


Solving the assorted puzzles is 
a matter of finding and col¬ 
lecting objects dotted around 
the play area. These objects 
range from pages of the all- 
important books to tools. 
However, in order to solve 
some of the larger riddles, 
several of these objects should 
be used in conjunction with 
each other. 


One of the 


game's map-based clues . 


Select the object icon 


Complex sequences 
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RROUND WITH 
MRLICE 

(1) World Cup Coif is geared for 
simplicity but total control, with 
the shot options kept to a mini¬ 
mum. Join us as we tour the first 
hole on the Hyatt course... 

The shot is preceded by a 
preparatory map, detailing the 
starting point and the hole. 

(2, 3 & 4) Teeing off begins by 
choosing your stance, club and 
shot angle. For the sake of an 
easy life, we've opted for prac¬ 
tice mode which uses small mark¬ 
ers on the shot indicator (the 
large 'C'), indicating where to 
press the X button to first stop 
the swing, and then reduce the 
chances of slicing the ball. With 
the shot strength and accuracy 
determined, all that remains is to 
watch the 'Ball Cam' follow the 
shot as it whizzes (hopefully) 
towards the flag. Ah, the won¬ 
ders of 32-bit technology. 


olf. Not the most exciting sport to 
■r r_r\ watch on the ^lly admittedly, but 
I Jf ^ y OL, ' v e ever ended up on a nine- 
VL I Lb hole course with some mates and a 
set of borrowed clubs, you'll soon 
see its appeal. Yeah, it's still as dull as 
ditchwater to watch as Ronnie Corbett goes on 
about his handicap (which is patently obvious with¬ 
out the excuse of golf) while Nick Faldo interrupts 
divorce proceedings to smash a little white ball 300 
miles into the air and next to a tiny hole. But if 
you've ever tried to emulate Mr Faldo you'll find 
yourself lucky to hit the ball ten yards let alone 
next to a poxy flag. 

As such, for most of us the nearest we'll come to 
wandering across St Andrews or Pebble Beach is via 
one of the many simulations teeing up for a 
PlayStation release. With Actua Coifs release 
slightly delayed, US Gold are planning to steal an 
advantage with a late January/early February 
release for their conversion of World Cup Coif from 
the PC. Recreating courses from the famous Hyatt 
course in the US, World Cup Coif offers a full com¬ 
plement of clubs and shot styles, all wrapped in a 
very simple control system. Every aspect of the real 
thing has survived the conversion to the Sony 
machine, with slices, hooks and utter balls-ups 
extremely common to the novice WCC player. 
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(5) It's good, and a second shot 
should tal<c us onto the green. 

The crosshair icon is used to place 
the shot, and a handy ball icon 
details the likely outcome of a 
shot. Here, for example, the ball is 
sitting in sand, indicating the cur¬ 
rent angle will land in one of the 
many sand traps. Bugger that, 
we'll let the CPU take over. 


(6) It's fallen a bit short, so a 
pitching wedge is needed to get it 
on to the green. I can see my par 
falling away before my very eyes... 


FLYBY SHOOTING 

In an attempt to maximise the PlayStation's 
potential (never easy in a game genre which even 
the ZX Spectrum can handle easily), US Gold have 
added a 'flyby' mode where the next hole to be 
played is displayed in a glorious 3D panoramic 
view as a camera skims across from starting point 
to the hole. Nice. Pointless, but nice. 


Tire 
shut v 


(7) On the green at last, and a long 
putt is needed. Putting is again 
effected using a circular shot 
metre, but the power is measured 
in inches relating to the shot. As 
such, for a 18 inch putt, a metre 
measuring up to 32 inches will be 
displayed, with the player judging 
the distance using basic maths. 
That's us stuffed then. 


(8) Balls. Told you we'cl miss. 
We're over par, and all that 
remains is a tap in even we can't 
miss. Come back Sevvy, all is for¬ 
given. Well, nearly all. 


□RIVING TEST 


In addition to offering the player a complete run of 
the Hyatt course, WCC offers other gameplay 
options to extend the game's longevity. In addition 
to the usual practice rounds and tournaments 
where a load of mates can join in, the programmers 
at Arc Developments have added a 'Skins' level 
wherein every hole is worth a cash bonus, and play¬ 
ers battle it out to sink the ball first and reel the 
cash in. Similarly, if your par is well under, WCG 
also allows the player to practice their putting from 
virtually any angle and on any hole, while a driving 
range invites players to smack the little white ball 
as far as possible, mastering wind conditions and 
slice effects in the process. 
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t's funny that we 
should be doing 
a retro feature 
this month, 
because as soon as I 
started playing Off-World 
Interceptor Extreme (I think we'll 
refer to that mouthful as OWIE 
from now on — even though is 
sounds as thought it ought to be 
a big green duck with Keith 
Harris' hand up its arse) I was 
instantly reminded of a couple 
of age-old classics. The first 
comparison was to an old 
Ultimate: Play The Came treat 
called Trans Am, and the second 
was to the Ocean classic. Moon 
Alert. In case you're not familiar 
with these two, the Trans Am 
connection is that in OWIE 
you're a speedy little motor, 
able to roam freely around a 3D 
environment while other bug¬ 
gies attempt to cash in your 
chips, while the Moon Alert com¬ 
parison is born of the crater¬ 
jumping rock-avoiding elements 
found within. 

This souped-up 3DO release 
places you at the wheel of a 
rough, tough, four-wheel drive 
buggy, racing over six alien 
worlds, all chock-full of nasty 
obstacles, gun towers, and 
lunch-loosing chasm jumps. And 
as if that wasn't enough, there's 
a plot to consider too! 

Why not become a bounty 
hunter and take on other drivers 
as you attempt to catch fugi¬ 
tives, terrorists, and other 
nefarious characters for finan¬ 
cial gain. And what are you 
gonna do with the money you 
make? Buy even more equip¬ 
ment for your buggy of course! 
Lasers, missiles, and plasma 
mines can all be attached to 
your buggy, along with turbo 
boosts and shields. Your car can 
also leap into the air on com¬ 
mand, and with a split-screen 
two player option, looks well 
worth waiting for. 


C,., ■ 


As previously mentioned, cash comes your way as you progress 
through the game, so get yourself down the shops and buy some 
new toys. 


CONE SHOPPING 


This screen is used 
for purchasing nitro 
boosts — for those 
extra bursts of 
speed; extra clones 
(ie lives); and mis¬ 
siles for your 
buggy. You can also 
access the second 
shop screen... 


/ 

Shop! 

COST | 

/ V 

_ 

CASH | 
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And here we are. 
From here you can 
buy bigger and bet¬ 
ter vehicles, as well 
as buy extra jumpjets 
and shields. There 
are also enhanced 
gyros, engines, and 
tyres up for grabs. All 
for a price obviously. 


— Shop2 
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The options within OWIE allow you to play 
the game as either a story (ie a progressive 
scenario where you only approach the game 
in a set sequence) or as an arcade game, 
where you select the order you attack the lev¬ 
els in. 


A plain-yet-attractive land¬ 
scape, filled with power-ups, 
but covered in nasty sharp 
crystal formations and 
frightening machinery. 



RORY, RORY, TELL US RNOTHER STORY 




Las lunas 
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Should you decide to play the game in 'Story' 
mode, you'll be treated to tons of lovely 
FMV. BMC are man enough to realise that 
this is generally a right old crummy thing to 


do, and have presented all of these clips 
as being watched by two Beavis and 
Butthead-types, sitting in couches, mak¬ 
ing snide comments as the plot unfolds. 


A very attractive level, this one, filled with lush 
valleys and tropical vegetation. However, it 
also features tons of guns that rise out of the 
ground in front of you. Bugger. 


Not a nice place to go for your holidays. This is 
a flat and barren world, made worse by a large 
number of steel barriers that sprout from 
underground and halt your progress every cou¬ 
ple of seconds. 


Thanks to this training screen I don't have 
to tell you all of the various controls, but 
as you can see, there's a fair old few but¬ 
tons to press and things to do. 


You can view the pro¬ 
ceedings from either 
the cockpit or with a 
behind-and-above 
battle cam. The 
first-person is 
exciting, but gets 
a bit complicated, 
especially when 
you've got as many 
lasers as I have. 


Just like the golden arches, 
these green posts say "you J 
welcome". The reason? Well, they're 
the waypoint signals, and once you get 
here, it means you've finished this stage 
of the level. Hurrah! 


Nothing but desert to report here, but check 
out this end of level boss! Well actually, don't 
get too excited - it's not that amazing - but I 
though you might like to see one of the bug¬ 
gers anyway. 
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t present it seems it's Tekken and To Shin Den that are 
vying for PlayStation supremacy in much the same 
fashion as Street Fighter and Mortal Kombat have done 
on 16-bit consoles. Criticom arrives with the express 
intention of breaking up this cosy rivalry and competing 
on an equal footing with each of them. 

Featuring eight combatants who vary from the relatively down to 
earth to the utterly fantastic, Criticom is, for the most part, a stan¬ 
dard one-on-one beat 'em up. All fights take place in rings suspended 
in space or at the summit of a tower. This means that if a fighter 
stumbles, or is forced over the edge, they're history. Like To Shin Den 
though, players have the ability to side-step which often means a 
lunging opponent ends up plunging to their own death! 

Vic Tokai wanted to get away from the martial arts theme a little 
bit and that is why they have created such a diverse bunch of charac¬ 
ters mixing lots of styles of combat and throwing in fireballs and the 
like that are more familiar to a game in the Street Fighter tradition. 
Will this prove to be an intoxicating cocktail? Only the great reviews 
barman can tell. 


HRTEFUL EIGHT 

The eight characters have between them a vast range of moves 
and fighting styles. Here's a look at this unusual octet together 
with an example of them in action... 


imm 


Looking much like your 18th century pirate, 
Delara goes so far as to wield a large cutlass. 
Believing in the honour of physical combat 
without the aid of advanced technology, Delara 
has learnt various techniques with her sword 
like a roll and slash combo, and a talent for 
impaling opponents and picking them up. A 
shield acts as her defence. 

mmm 


Not the most handsome looking chap in the 
universe, Sonork is an alien from an ancient 
civilisation who have embraced cybernetic 
technology. He starts off with fairly simple 
moves like roundhouse kicks and the like, but as 
he moves through the ranks he becomes more 
cybernetic and wields blade shots to attack 
from a distance. 

Mu 


Wearing some rather seductive metal lingerie 
don't be fooled by Demonica who starts to 
mutate as she move through the ranks. Because 
she exists in another dimension she has magic 
qualities that enable her to release fireballs of 
all speeds and oscillations. 


VIC TOKAI 
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Apparently Dayton's motto is "If it exists. I'll 
find it". An idle boast this and one typical of the 
mercenary mentality of this soldier. Carrying a 
laser gun in one hand and a knife in the other, his 
style of fighting rough and tumble. He shares 
the highest number of special moves with Yenji 
and is one of the most well balanced competi¬ 
tors in terms of strength and agility. 































































Looking like a snotty version 
of the honey monster, Gorm's 
talents revolve around his size 
and his spear. He has a number 
of spins and jabs he has per¬ 
fected with it and he is also 
able to lunge with it and sweep 
away opponents legs. His size 
is useful when an enemy is 
already down giving him the 
opportunity to do a rolling 
pounce on to them. 





Carrying a mean set of razor 
claws, Yenji is tall and agile. She 
is perhaps as good a warrior as 
Delara using a wide variety of 
rolls and turns to out-manoeu¬ 
vre her opponent. As she moves 
through the ranks, Yenji devel¬ 
ops psychic powers that vary 
depending on which type of 
mask she happens to be wear¬ 
ing, Spooky eh? 



Looking at the way she dresses 
it comes as know surprise to 
find out that Exene grew up in 
a military family. She holds a 
baton in each hand which she 
uses to both attack opponents 
and block. She also has the 
ability to fire tazer and elecro 
projectiles to supplement her 
physical strength. 



I S.I.D. stands for Sentient 
Integrated Droid and it devel¬ 
oped out of a dying race whose 
brains were transplanted into 
machines. S.I.D. has the least 
number of special moves and 
its size makes its movements 
clumsy and slow. However, it 
does have some pretty snazzy 
missiles which it launches from 
its shoulders. 
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The Tekken intro sequence really got the jaws 
dropping when people first laid eyes on it. 
Likewise Criticom comes with some fantastic ren¬ 
dered intro sequences. More than this though, 
whenever you choose a competitor in the tourna¬ 
ment mode, their own personal story is outlined 
with the help of some amazing rendering. As you 
move up through the ranks this story develops 
until it reaches its climax in ultimate victory or 
defeat. 


With eight 

WEIRD AND WONDERFUL ENTITIES TO CHOOSE FROM, 


YOU'LL PROBABLY SPEND HOURS ON THIS SCREEN. 


THAT ALL THE CHARAC¬ 
TERS SEEM TO BE QUITE ADEPT AT IS 
THE SLIDING ATTACK. HERE DELARA 
DEMONSTRATES HER OWN PARTICU¬ 
LAR STYLE ON THE FLOUNDERING 
ALIEN , SONORK. 


Criticom makes a bit of a departure from the usual 

beat 'em ups by saving some of the special moves 

until your character has succeeded in defeating every I 

other character in the game. After this you move 

from Rank 1 to Rank 2. Not only does this mean your 

opponents are stronger and more skilful but it also gives you access 

to some new moves. Defeat all of the characters this second time 

around and you graduate to Rank 3 and even more special moves 

become available. This means that, in total, each character has 

between 13 and 22 special moves and combos at their disposal! 


mwi* HAS TO HAVE ITS 

Mr. Cool, and in Criticom it's 
THE CHEESY DAYTON. By THE WAY, 

HIS TAUNTING VOICE SOUNDS ALMOST 
IDENTICAL TO CLINT EASTWOOD'S. 

CO AHEAD PUNK, MAKE ME PLAY . 1 


THE USE OF HER 

RAZOR CLAWS, YENJI COES FORA LOW 
ATTACK ON THAT 
TEMPTRESS OF EVIL I 

Demonica. 


ll222g3E3CEZ2Z FEATURES 

Delara and Exene in combat. 
Exene is a pretty touch cookie 

AND SHE DEMONSTRATES AS MUCH 
HERE WITH THE NOVEL USE OF HER 
BATONS TO CREATE A FIREBALL. 


TELL US n STORY 


Here's where you pick your player. 


One thing 


Surrendering 


This piece of action 


















































































f we're honest, we know nothing about the 
French games scene. Once they had a reputation 
for producing nothing more than weird, wacky 
puzzle games, but for the last few years have 
been quietly infiltrating the UK market via well 
known publishers such as EA, Infogrames and now, 
Sony. On further inspection it must be said that 
they've actually been responsible for some of the 
finest games of the last few years. Alone in 
the Dark, Little Big Adventure, Another 
World, Flashback, and... er, 
Rayman all spring to mind. 

K ' N. Matt Broughton 

delves even deeper 
to see what 
PlayStation soft- 
yr ware is currently 

y cycling through the 

^ y Tunnel wearing nothing 

y but a black and white striped 

y jumper, a black beret, and a 

y string of onions. © 1995 Outdated 

/ xenophobic stereotypes. Ltd. 
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Adidas Power Soccer has to be seen to be believed. The animation of 

THE PLAYERS IS LIKE NOTHING WE'VE SEEN SO FAR. CAN YOU WAIT? 


B onjour. Je m'appele 
Matt. Je voudrais un 
kilo des pommes s'il 
vous plait. Oh yes, I 
nearly forgot -Ilya 
beaucoup de poissons dans la 
mer. That, ladies and gentlemen, 
is about as French as I get (and I 
had to ask my girlfriend about 
the 'fish in the sea' bit!) Apart 
from the odd trip up the Eiffel 
Tower, and occasional hot crois¬ 
sants with cheese and ham, I 
know nothing about those peo¬ 
ple who like to think of them¬ 
selves as good lovers, but are 
generally regarded by the 
English as smelly people. I'm 
glad to report that this is wrong. 
They don't smell, though as for 
whether they're good lovers, 
well, you'll have to ask someone 
else. I'll admit that female 
French accents do make me go 
quite wobbly, but I've never got 
much further than that. Damn. 

Of course, being involved in 
the software industry, it's hard 
not to have noticed their pres¬ 
ence over the last few years, with 
some breath-taking releases, 
and, more notably, some ground¬ 
breaking technology. Even on 
the Amiga, products such as 
Another World made people sit 
up and take the French develop¬ 
ers seriously, as they proved that 
technology such as motion-cap¬ 
ture could be used to create an 
incredible game and not just an 
incredible-looking game. 


LE SCENE FRANCIAS 

The French games market has 
shared much the same history as 
the UK over the last few years. 
They travelled through the same 
generations of machines as we 
did, with the Amiga market and 
the Amstrad market being very 
powerful for a while, then the 
Nintendo, the PC, and now (of 
course) the PlayStation. I turn to 
the General Manager of Sony 
France, Denis Friedman, for more 
information on the French pub¬ 
lic's opinion on these 'grown 
men' playing games for a living 
"For a while the market was 
perceived as nothing more than a 
successful childrens' market. 
However, now that the PC is get¬ 
ting a larger share of the market. 


As IS TRADITIONAL , A NUMBER OF CAMERA ANGLES ARE 
ON OFFER IN ADIDAS POWER SOCCER. CWOR! 

















CONTINUED ON PACE 52 


Look out for more Pn this visually stunning came in 

FUTURE ISSUES OF PLAYSTATION PLUS. 


that perception is changing. You 
can see that, as the multi-media 
market is establishing itself as 
one of the most interesting new 
markets, they're beginning to 
understand that games are a 
large part of that market. People 
are taking them a lot more seri¬ 
ously than they were, and that's 
reflected in the way French tele¬ 
vision has reacted. We used to 
have a lot of kids' programmes 
showing games, but now you 
find that it's on news and more 
adult programmes." 


staff were used, in terms of the design, everything was very much 
'from scratch'. So what's left to do? 

"Really just another month implementing tricks that people will 
like to see. The basic engine is there, the game play is there, and you 

5 he game now. What we're really tuning is the camera 
■nents, because now that we've got the whole thing, 
re really focusing on making sure the camera move- 
ent is intelligent - it has its own Al routines. We 
/vant to be sure that the camera is in exactly the right 
spot to show off the action to the maximum effect. 
We're also concentrating on the arcade mode." 

Denis has see all of the other footy games on 
offer for the PlayStation, and apart from one (not 
that he'd tell me which), feels that they're no com¬ 
petition. "The major problem is that any games using 
»ld technology' won't stand up as far as comparison 
is. When you've already done a soccer game, it's easy 
back and simply build on that. It's as though other 

_s didn't think people could handle new technology, 

so they've gone halfway between the old and new. You have to start 
from scratch. We looked at the PlayStation, wanted to do a soccer 
game, and just thought 'right, what do we want this game to do'. I 
think some people have limited themselves by going along with the 
way they've always done things. It's a dangerous trap, and I can 
understand why they did it that way, but I don't think it wilUtand 
i rAncirior tn ho a i no nprcent PlavStation qame." 


W e've spent a couple of months referring to it as 

Power Sports Soccer but I can finally reveal the true 
title to Sony's forthcoming Footy game, and it is (in 
case you hadn't noticed the enormous heading) 
Adidas Power Soccer. Of course, by the 
time it actually makes it onto your PlayStation there will 
be a fair old bucket of soccer games to choose from. 

So, I ask our man Denis, how do you go about mak- 
ing'yet another football game'? 

"The answer is very simple: you have to design 
well. When we decided to make a soccer game, 

we selected people that were used to designing I if \ 

the intelligence and game engines for sports simu-1 J X 

lations. In the game, each one of the players is a \ | }j 

different item in terms of the computer's tasks, so \ 
they each have their own intelligence within the \ 
game. This allows us to have very very complex strate- 
gy routines. 

"On the other hand, we wanted to use a very straight for¬ 
ward new technology that people are now using a lot, which is 
motion capture and then 3D real-time. You have several ways of 
doing that, and though everyone does motion capture, it s really the 
way you use the information that makes the game great or not. It 
can still be pretty boring to play a game even if it boasts motion cap¬ 
ture — it's not magic, you know. The basic idea behind our use was 
that, to make the animation realistic, it has to be long enough. If it's 
too short, it becomes jerky, so the problem was that we needed 
enough animation on the screen to keep things realistic. The way we 
got around this was to have the animation stored for before the 
action and after the action. The player is 'clever' enough to know 
when the ball is coming to him, and starts his animation, which is 

then followed 

-p— - ; — the P ,ayer 

controlled ani- 

V. /yj | mations.When 

\ i you'll appreci- 

\ " ate the effect it 

\ has. You see 

/ V 'real life'on the 

/ \ field." 

In all, a year 

^ was spent on 

/ ( the arti ^ cial 
/ yj intelligence, 

/ \ and though 

/ * H H Wft) experienced 
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Mnoxner indication ot tne 
impact games are having in 
France is that stores previously 
oblivious to the market (such as 
book stores) are now stocking a 
number of relevant products. 

"The games market here isn't 
quite as developed as it is in the 
UK," continues Denis, "but it's 
growing steadily. I think the 
French people are generally 
more careful about what they 
spend their money on, but in 
terms of what's on offer here, I 
think we're more or less the 
same. The type of games that are 
successful here are a little bit dif¬ 
ferent, but each country's mar¬ 
kets has a preferred product, so 
a soccer game will do much bet¬ 
ter in the UK than in France." 

If France has a preferred 
product, it has to be the adven¬ 
ture action game. Denis believes 
that the French players prefer a 
more 'thinking' game to general 
action games. In that way, the 
French market is more like the 
US than the UK. 

"Obviously, a very successful 
game will be successful all over 
the world, but in terms of what's 
Number One, you would see dif¬ 
ferences in the different coun¬ 
tries. As far as what games are on 
offer and what companies are 
competing, it's the same brand 
names as everywhere." 
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tion to the PlayStation in France, Victor can only compare 
\ it to the reaction the Amstrad 6128 received some ten 


s we've mentioned Another World and 
Flashback, it seems only fair that we 


fore unlikely to say anything 
against the PlayStation!) he sees 
it as one of the leading formats, 
if not the leading format for this 
season. "The PlayStation is a 
major part of our revenue this 
year, so it features very very 
heavily in our plans for the 
future. We'll have some pretty 
heavy duty stuff." Excellent! 
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A acknowledge more than just the French / , 

office of Sony in this feature (al- / M § 

though, with Denis' incredible com- / 
mand of English, it is tres tempting!) / 

Delphine are a company who appear to be / 
able to do no wrong. Another World was a real 
eye-opener when it appeared, and the subse- I 
quent release. Flashback , was similarly stun- I 
ning. Well, though new gamers won't be able \ 
to enjoy the likes of said games on their \ 

PlayStation, Fade to Black is on its way, and boy, \ 
does it look good! \ 

Previewed in our now collector's item Issue \ 

One, Fade to Black is a visually stunning action 
adventure, with lots of sexy fighting, tons of groovy 
exploring, and graphics that I'd do my best to describe if 
only I hadn't already used up all my favourite words. 

The Paris-based wizards are still beavering away on the 
PlayStation version, but if the PC release is anything to go by, we're 
in for a treat. The man in the know is one Victor Perez, the 


N. or twelve years ago. "The media reaction was also 
\ incredible," continues Victor. "The same week- 
\ end that the machine was released, it was fea- 
\ tured absolutely everywhere on the televi- 
\ sion." Victor (like Denis Friedman) believes the 
public is split into two sections: the old audi¬ 
ence who are very negative about games play¬ 
ers, and the more modern public who don't 
really have a bad opinion of games. "People 
/ play at the office, people play at home. It can 
/ be everyone." 

/ Victor likes to have full freedom with each 
/ project, and, in fact. Fade to Black started off as a 
/ 2D ' Flashback 2'. But would they ever dabble in 
other genres than the established French-pleaser, the 
action/adventure? 

"Well we have tried before and had a very bad experience. 
About two years ago we had a product called Shaq Fu. We'd been 
contacted by Electronic Arts with a proposal to develop a fighting 
game complete with a big license and everything. It was very well 


OU EST L'ANOMK? 

Games machines have been pret¬ 
ty successful throughout French 
history, with millions of SNES 
and Megadrives having been sold 
into the market in the past. The 
PlayStation's sales have been as 
successful in France as in Ger¬ 
many and the UK, so the market 
is doing "unbelievably well". 

And what of the French image of 
a games player. What is French 
for 'anorak'? 

"We had that 'sad-boy' image 


for certain people, but the image 
is changing. People are now 
understanding the market and 
realising that games are there for 
kids and for adults. I think that, 
because most of the people buy¬ 
ing CD-ROM are between 25 and 
35, the public longer contests 
the fact that the games market 
stretches a lot further than just 
the kids. The level of perception 
is not yet as good as in the movie 
or record business, but it's get¬ 
ting better, and I think the fact 
that people like Microsoft are 


really getting into the market is 
changing peoples' view about 
the whole market. The people 
from the economic newspapers 
understand the market very well 
(by seeing the strong figures 
against other markets) and 
respect it, but people from the 
general press are still harder to 
approach." 

Apart from the fact that Denis 
is from Sony France (and there¬ 


Marketing Manager for Delphine. So, how's it all coming along? 

"Well it's still under development, but should be ready by the end 
of January. To be honest, you can add maybe six weeks on top of 
that, but certainly by the end of March you'll see it." 

Though this is Delphine's first PlayStation projects, they've have 
found the PlayStation to be a good machine to program, with the 
only real problem being the two Megs of memory. Victor explains: 

"Fade to Black was originally programmed to work on an eight 
Meg machine, so we had to cut a lot back. Eventually it will be a bet¬ 
ter product than the version that appeared on PC, with more colours 


paid, and we did it — but regretted it a lot." 

The reason for their failure was simple. All the things that 
Delphine excel in - graphics, animations, game engines - were the 
least important as far as beat 'em up players are concerned. Shaq Fu 
moved well and looked a treat, but players were looking for speed 
and playability, and Shaq just didn't have it. So let's forget about 
that,and talk about Time Commando. What's it all about? 

"It's very difficult to explain, it's an action game, with a little bit 
of a puzzle play, and fighting. It's a kind of shoot 'em up, but not 
really." Well that clears that up! 



and a better quality of animation. Apart from the memory restric 

tions, the PlayStation is quite similar to - 

the PC as far as working on goes - if 
anything, it's easier. With PCs you 
have to worry about all the many con¬ 
figurations on the market. You have to 
take every possible variant into consid¬ 
eration to optimise the program so it'll 
work for everyones' machine. With the 
PlayStation it's very easy. You don't 
have to worry about people upgrad¬ 
ing." 

As well as Fade to Black, Delphine 
also have a number of products being 
created by their Lyon-based sister 
company, Adeline. The sequel to Little 
Big Adventure (a PC hit from last year) 
is currently in production, along with a 
new game called Time Commando. But 
why aren't they producing a 
PlayStation version of the original 
Little Big Adventure ('cause I liked it 
lots!)? Victor explains: 

"I don't think there'll be a version on 
the PlayStation simply because we 
tried to do it, but the game was really __ 

designed for PC and it didn't convert 
well to the hardware. Rather than con¬ 
verting, We're trying to take products 
from scratch." ^jj 

As far as how to measure the reac- 
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O ne of the forthcoming products from those clever peo¬ 
ple in the French Sony office is Parasite, a curious 
humour/horror affair that Denis compares to the film An 
American Werewolf in London. This story takes place in a 
village in Arkansas where, during the past few days, 
people have been mysteriously disappearing with no apparent 
explanation... hmm. 

At exactly the same time a diminutive extra-terrestrial policeman 
(I kid you not) is circling our planet searching for criminals when his 
craft breaks down and he's forced to abandon ship. The tiny alien 
has no other option but to use his ejector seat, and falls to Earth 
only to land in a glass of beer which is about to be drunk by our 
hero. Jack. 

As Jack finishes his drink he comes over all peculiar, realises that 
he has drunk something that doesn't quite agree with him, and 
promptly grown a number of cysts on his face. Rather unsurprising¬ 
ly, everyone gets 'a bit frightened' of him and tries to kill him. He 
has to escape... 

And so it is that Jack and his parasite must travel through differ¬ 
ent locations, fighting various enemies, searching for the invaders, 
and looking for the antidote to the mutation of Jack's body. 

Luckily, the mutation has also endowed Jack with super powers. 
Unluckily, it's also transforming him into a monster doomed to die. 
Oh, and anyone who mentions Inner Space gets a kick in the nads. 

"In the French studio we've focused on different styles of game," 
explains Denis, "not every genre - because it's impossible to say 
we're going to do the best game of every genre - but we have con¬ 
centrated on the type that we could really excel in. Obviously, with 
the success of games like Flashback and Prince of Persia, we know 
the genre is a popular one, as well as one that the French program¬ 
mers have proved themselves on time and time again. Parasite is 
very similar to games like this - with better graphics etc, obviously 
- but in terms of the style of the game, it's a direct follow on. We 
have, however, now utilised new technologies that are available: 
motion-capture, blue-screen, 3D pre-rendered background, 3D ani- 


adds something to the product, and it's the same with blue screen 
and 3D modelling. With Parasite , we've really focused on the realis¬ 
tic side of things. We wanted to focus on the fact that you could 
really enter the story line because the backgrounds were really real¬ 
istic. The easiest way was to use 3D background modelling." 

I ask if Denis thinks that, as more companies get into using 
speech, renders, FMV, etc, the concentration moves away from the 
actual games and more into how clever they can look and sound? 

"Well the idea is to make a good game. Whatever technology you 
use has to work towards that goal. It's true that it can be a big trap, 
because it's easy to get wrapped up making great rendered 
sequences and stunning graphics, but we all know that games like 
that just flop. If you don't have the content, and don't have the 
technology focusing on the gameplay, you're as good as dead. 

"When you plan a new product, there are two considerations. 

One is the presentation, and the other is technology. The technolo¬ 
gy decisions come pretty early, because you have to decide what 
type of technology you're going to be using (FMV, blue screen, etc) 
before you actually start the real game programming. With Adidas 
Power Soccer we always knew from the start that we wanted to have 
a real-time, 3D engine with motion-captured players and every¬ 
thing. In terms of what then add to 'dress-up' the product, it's real¬ 
ly dictated by the level of production cost that you have - because 
it's a very expensive part of the game - and also by whether it's rel¬ 
evant or not. What's interesting with Parasite, is that the story line 
itself is funny - because we wanted to focus on the horror/humour 
type thing - so the non-interactive sequences were very important 
because they're what's bringing in the humour. It was therefore 
important to have carefully designed sequences between the dif¬ 
ferent levels. For other games it might not be so important, such as 
the soccer game where the important part is the game play itself, 
not useless movie sequences." 

With Parasite, the team are trying to entice players by combining 
hi-resolution graphics with stunning animation, and, of course, 
game play that Denis describes as "terrific". In terms of the tech¬ 



AND TOMORROW? 


Both Victor and Denis have been astonished 
by the speed with which the PlayStation and 
related products have been flying off the 
shelves, but as far as what Denis thinks the 


mated characters, etc." 

Of course, as we all know, pretty much every game on the Play¬ 
Station has features all of the above techniques, but that doesn't 
mean that many of them have actually been any good. Do you go 
out of your way to use these techniques, or do you just 'go with the 
flow'? Man. 

"We only use it when it's necessary. It's like using video footage 
- some products need it and some don't. Often it's relevant and 


future holds for the PlayStation, well, it all 
seems to be very 3D-ish... Apparently, "3D 
hasn't been fully exploited yet," he says. 

"Certainly it's there in racing games and 
sport simulations, but I think you can expect 
a lot more from 3D than what's on the market 
at the moment. People will find clever, less 


obvious ways of using 3D in games. I think 
you'll also see non-3D game types we're 
familiar with, but enhanced in many other 
ways. Then again. If I knew what would be 
successful in the future. I'd be off doing it 
now and not talking to you!" Oh. Charmed 
I'm sure! Au revoir. 


The graphics look a bit tiny I know , but wait until 

YOU SEE IT ALL MOVING.' 


W5v.:g 


nology being used for the game's engine, there are no revolution¬ 
ary techniques being employed here, but the entire team are confi¬ 
dent that the way the game plays, and the way that the story is told 
will give it that edge. 







N 


YOUR 


r 

1 





WILL BE 

DOOMED 

BY 

CHRISTMAS 


GTIS 11.95 


\ 


youksin 

will hhv 


cn 



PlayStation 



GT Interactive Software (Europe) Limited 


DOOM™ ©1993 id Software. Inc. All rights reserved. DOOM™ in the PlayStation Platform ©1995 id Software, Inc. All rights reserved^ DOOM™, DOOMJI™ ■ 

names, images, distinct likeness and other elements depicted thereof, are trademarks and the exclusive copyrighted property of id Software Inc id and the id logo an^trademarks‘ , 

copyrighted property of id Software. Inc. Williams© is a trademark of Williams Electronics Games, Inc. GT™ and the GT logo™ are trademarks of GT Interactive Software Corp. PlayStation and the PlayStatio og 

and the PS logo are trademarks of Sony Computer Entertainment Inc. 















REVIEW 



5B 


f all the football 
. games released 
I across every con¬ 
sole, none have 
the pedigree of 
EA's FIFA series. Its 
arrival on the Megadrive four 
years ago saw its sales out-strip 
those of the mighty Sonic and 
the latest Street Fighter instal¬ 
ment, and the cart positioned 
itself at the top of the 16-bit car¬ 
tridge chart for months on end, 
and even then refused to leave 
the top ten. One thing seemed 
to have been missed in the hype, 
though. Megadrive FIFA wasn't 
particularly playable. While it 
offered realistic player sprites 
performing diving headers, bicy¬ 
cle kicks and long-distance vol¬ 
leys on a detailed isometric 
pitch, after mere minutes of 
play, users were heard to mutter 
that they barely seemed in con¬ 
trol of their squad. Yes, headers 
were feasible, but it always 
seemed the CPU stepped in to 
instigate one. 

With the advent of CD-based 
machines, EA were quick off the 
mark with a 3DO adaptation of 
their kickaround, this time using 
the machine's enhanced process¬ 
ing power to replace the eight- 
directional scrolling of the 16-bit 
game with numerous viewpoints, 
which panned in and out of the 
action as the game progressed. 
The aim was to add a television 
'feel' and it succeeded. Sadly, 
the gameplay once again fell by 
the wayside: 3DO FIFA was limit¬ 
ed in the extreme. 

Now, with the advent of the 
Sony machine, EA have taken the 
opportunity to update the FIFA 
code, adding a 'Virtua Stadium' 
idea whereby any area of the 
pitch can be viewed from any 
angle at any time, and also tak¬ 
ing the time to address the 
gameplay complaints of past 
FIFA afficionados. If this has 
been accomplished, the quest 
for the ultimate PlayStation 
kickaround could be well and 
truly over... 





Goal kicks, throw-ins and corners use a cross-hair 
sight to allow the player to position their throw or 
kick. However, taking it beyond the likes of Striker 
whereby the player hoped someone was there to 
run on to such a move, FIFA features prepro¬ 
grammed set-plays, wherein a player can be sent 
running into a predetermined position using the 
circle button. Similarly, set pieces can be pulled 
out of the hat when taking a corner kick, as the 
player can send a striker legging it into the box 
ready to connect with a well-placed corner. The 
German team is particularly adept at this for some 
reason - probably because Klinsmann is famed for 
hanging around the goal mouth. 


TO THE COAL A LONG THROW COULD 
EASILY BE MET BY A WELL-TIMED 
VOLLEY OR EVEN A DIVING HEADER. 



Commentary in a video game is 
a double-edged sword. Take, 
for example, Andy Gray's con¬ 
stant drawling in Striker '96. 

By the time you've heard him 
moan about the quality of your 
tackle (if you catch my drift) 
twice, you're already sick of 
him. FIFA '96, however, walks 
the commentary line perfectly, 
with the irrepressible John 
Motson on hand with com¬ 
ments and match details. 

Motty introduces each game, 
and then offers full commen¬ 
tary as the match kicks off. 
However, whereas Andy Gray 
just turned up with the odd 
quote, EA have managed to 
cram in over 700 sampled 
quotes, effectively giving FIFA 
full commentary. As such, as 


the ball is played, players 'land a 
pass at Klinsmann's feet perfect¬ 
ly', 'test the goalie', or 'Dicks 
went in with a late tackle.' No 
change there then. There are 
times when the commentary 
gets a little tedious - midfield¬ 
ers tend to get the most refer¬ 
ences, meaning the same names 
are repeated too often, as is the 
'forced a save from the goalie' 


quote - and Motty is often a 
little early ('good save' when it 
hasn't reached the goal yet!) or 
late ('he has a shot' when it has 
been blocked), but overall this 
is the best example you're like¬ 
ly to see of sound being used to 
enhance a game. Bloody hell, 
who would've thought John 
Motson would be part respon¬ 
sible for an innovation... 

























Virtual Stadium 




STRNDS TO RERSON 


With Andy Sinton and Chris 
Woods used as the basis for 
FIFA '96 ‘s sprite animations, 

EA have stepped up the real¬ 
ism quota with their new 
'Virtual Stadium' system. 
Designed to maximise the 
power of 32-bit systems such 
as the PlayStation, VS allows 
the player to view the pitch 
from any angle, and at any 
time, with little or no slow 
down to the on-field athletics. 
To this end, FIFA '96 's pro¬ 
grammers have built the stadi¬ 
um from a wireframe skeleton, 
and rendered and added 
detail to the basic shell. With 
the PlayStation handling such 
screen updates with ease, the 
player may swap between any 
of the given views (see box) or 
pan around to their heart's 
content. Other forthcoming 
EA titles - including NHL - 
are set to use the system. 
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EA certainly haven't scrimped on the teams on offer, and no less than 
fourteen leagues are available - including the relatively unknown 
Malaysian for some bizarre reason — each of which contains the cream 
of that country's teams. And Ipswich in the UK. On selecting your 
team, a scout team then offers a description of their performance 
when it comes to shooting, passing, etc, in comparison to the opposi¬ 
tion eleven. It has to be said, though, that some of the comparisons 
are a little unfair as according to the scout the Kuala Lumpan XI out 
points West Ham on every front! Impressively, John Motson has also 
sat in EA's sound studio and recorded the name of every player in the 
game (with the notable exception of the goalkeepers) which are duly 
tagged on to the assorted quotes he offers. Because of the ever- 
changing world of soccer, though, it soon becomes apparent that 
things have changed in the transfer market as Man Utd fans will find 
Paul Ince, Andre Kanchelskis and Mark Hughes still in their squad, 
while Alan Sugar 
will no doubt be 
chuffed to rib¬ 
bons to find 
Jurgen 

Klinsmann still 
wears a Spurs 
shirt. At least 
Crystal Palace 
get to keep Chris 
Armstrong, 

I suppose... 


5hooting 

Passing 

Running 


LOADING 
GA MG 
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WHRTR LOOKER 

If it came down to looks alone, FIFA would already be declared the 
supreme footy game. Quite frankly, it looks excellent. While the 
player sprites look a tad clunky when viewed from the 'Ball Cam', 
they move well and react realistically to fouls and moves. Similarly, 
the time EA spent with Andy Sinton to perfect the sprite animations 
was well worth the effort as never before have I seen West Ham 
players using skill to flick the ball from their heel on to a volley, 
although supporters of teams not in the top five of the Premier 
League will sympathise with the mad scrabbling of a stricken goalie 
as the opposition scramble to tonk it in the net. 


FIFA '96 is home to more options than Cadbury's store cupboard. 

Any part of the game can be tinkered with, whether it be match 
length or switching the offside rule on or off, but as the arcade 
nature of the game wears off, FIFA '96 is ready with a series of tacti¬ 
cal options, allowing the player to build up a squad from the bare 
basics and create their own variety of the long-ball game or some 
such established idea. Join us as we don our sheepskin coats and pre¬ 
pare to do what Alan Ball has so far failed to manage: win some 
games... 


TEAM STRATEGY 

If you hold a good lead, it may 
be wise to opt for a more defen¬ 
sive approach towards the end 
of the game, or, if behind, go for 
an all-out attack. 


TEAM FORMATION 

The good old 4-3-3 formation's 
my fave, but you could always 
opt for the El Tel 'Christmas 
Tree' formation. 


STARTING LINE-UP 

Personally, I'd never have Teddy 
Sheringham kicking off for 
England, and this option allows 
you to swap players before kick 
off. 


EDITING A CUSTOM TEAM 

For those of you with memory 
cards, EA have mad a provision 
whereby you can create a team 
from the cream of the teams on 
offer. Hmmm... Giggs, Baggio, 
Sheeeeeaaarer, and Julian Dicks 
Perhaps not. 
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together as the ball approaches pulls off a stunning 
turning volley. The control system, it has to be said, 
is FIFA's strong point. Past versions of the game - 
including the 3DO version which has the most simi¬ 
larities to this PlayStation code - have been barely 
playable, but the Sony incarnation finally realises 
the potential of marrying a good idea to hardware 
which can handle it admirably. 


In our Issue One soccer round-up, a common quote 
from the publishers of the featured titles was 
'motion-captured animation' and 'sprites capable 
of everything a real player can do.' At last, howev¬ 
er, in FIFA '96 we have a game that can at last back 
up these claims. While the small size of the sprites 
renders any motion capture stuff virtually redun¬ 
dant, the sprites do indeed move considerably bet¬ 
ter than those of past kickarounds, and FIFA also 
excels in the fact that it is the most comprehensive 
of the footy games so far, with an assortment of 
flicks, bicycle kicks and diving headers backing up 
the customary lobs and long passes. 

Depending on whether the player is in — 1 — 

possession of the ball, pressing the 

four facia buttons effects the said 

lobs and passes, while the more 

complex moves are realised by 

pressing combinations of but- j 

tons - for example, depress- / * 


All-Stars XI is sent flying as he 


GOAL KICK 

HAS BEEN SET , THE VIEW SWITCHES 
TO WATCH THE ACTUAL KICK. 


\m§Wmm ALL °V*S FOR 
THE MOST VISUALLY IMPRESSIVE 
SEQUENCES. AS PLAYERS LEG IT 
DOWN THE WING, THE VIEW PANS 
AROUND TO KEEP UP. EAT YOUR 
HEARTS OUT BBC... 


■ if ii Folks, I'm 
LlJiJLAJP happy. I'm 
happy 'cause 

Steve's happy. Don't think 
for a minute that I care 
about his mental health, it's 
just that he's finally stopped 
going on and on about how 
much he wants to play FIFA. 
It's here, it's in his pocket, 
it's bloody good, and at last 
he appears to have shut up. 
FIFA succeeds where the 
previous soccer offerings 
have failed with a very sim¬ 
ple inclusion — gameplay. 
Though we've had a number 
of very attractive-looking 
footy games thrown our way 
over the last few months, 
none of them have really 
had any lasting appeal, sim¬ 
ply because so many of them 
were just not controllable 
enough to enjoy. FIFA has 
good passing, a variety of 
ways to score and, apart 
from the odd diagonal 'sure 
thing', a pretty glitch-free 
code. The camera angles are 
actually useful rather than 
just clever inclusions, and 
the sound and commentary 
knock spots off the likes of 
the Andy Gray-narrated 
Striker. I'm not quite as daz¬ 
zled as Steve, but this is the 
best offering so far. Easily. 


One of the England 
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Let's face it, you've spent £300 on your 
PlayStation, it can move all those polygons effort¬ 
lessly - let's use it to view the action from every 
angle... 



Television-style as seen from Des Lynam's box. If 
you catch my drift. 



Close up, and slung fairly low. 



Free-floating camera. A personal favourite. 



Seen from behind one of the goals, but often con¬ 
fusing to use in play. 



Akin to to the Tele Cam, but from a steeper, closer 
angle. 


SHOULDER CAM 



It's like the Challenge Anneka cameraman is on the 
pitch... 



The closest view, but jumps between angles at the 
most inopportune moments. 


CUP OF CHEER 


Blah, blah, blah, cup tournaments on offer. Blah, 
blah, blah, leagues, too. Yes, it's that perennial 
old box where we inform you that FIFA '96 has 
options for friendly games, cup tournaments and 
leagues. Thus, if the glitter of silverware is need¬ 
ed in your binary trophy cabinet you are cordially 
invited to guide your chosen XI to victory - sav¬ 
ing your 
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3 41 
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to a memory 
card if it all 
gets a bit 
long-winded. 



COMMENT ■ 


1 * must adm,t 
1^11 jk I ~wj I had doubts 
about FIFA 

\ having been singularly unim¬ 
pressed by the 3DO and 
I Super NES versions - main¬ 
ly because they were limited 
in playability. With this 
Sony version, though, EA 
have taken the views and 
realistic sprites of the 3DO 
game and added the game- 
play the series has long 
missed. Yes, in addition to 
the fancy (and sometimes 
useless) camera views, there 
is now genuine passing, slick 
! moves, and cracking 30 yard 
j shots to back it up. People 
| talk of motion capture, but 
while FIFA 1 s sprites move 
well, they are not the most 
integral part of the game. 

| That boils down to the easy 
to use but plentiful moves 
on offer, and the speed at 
« which the game trots along. 

; That's not to say FIFA '96 is 
; without its faults: the sound 
takes a while to catch up at 
times, and tackling is often 
imprecise. It also falls into 
the 'diagonal shot' trap at 
times, but getting into such 
a shooting position is made 
harder thanks to intelligent 
defending by the CPU. I 
could well have done with¬ 
out the rap tune at the start, 
but this'll do for me more 


than nicely... 
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NEW MEMBERSHIP FEE (ANNUAL UK 8 .QQ1 


item. 


Please use this box to add any optional fast delivery charge 

1st Class Post 50P per posted item or £3 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

C h eq u e/P. O./Access/M aste rca rd/Switch/Visa 


CREDIT CARD 
EXPIRY DATE . 


SIGNATURE 


SWITCH 
_(ISSUE NO_ 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Sent to press 09.11.95 E .& O.E. 

SAVE = Saving off full retail price. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts 



£32 PLAYSTATION GAMES 

CALL US NOW FOR THE BEST AVAILABLE 
PRICE IN THE UK - WE WON’T BE BEATEN! 


3D LEMMINGS 
ACE COMBAT 
AQUA 

CYBERSLED 

DOOM 

DRAGON BALL Z 
EXTREME GAMES 
EXECUTOR 
GUNNERS HEAVEN 
GUNDAM 
GROUND STROKE 
HOT BLOODED FAMILY 


JUMPING FLASH 
KILEAK THE BLOOD 
KINGS FIELD 
LOADED 

MOTOR TOON GP 
METAL JACKET 
PARODIUS 

POP ’N’ TWINBEE PUZZLE 
RAIDEN PROJECT 
RAYMAN 
RIDGE RACER 


RAPID RELOAD 
ROAD RASH 
ROLL CAGE 
SHELL SHOCK 
TEKKEN 
TOSHINDEN 
STREET FIGHTER 
SYNDICATE 
VIRTUA TENNIS 
WIPE OUT 
ZEIG 

ZERO DIVIDE 


NEW TITLES ARRIVING ON A DAILY BASIS - PLEASE PHONE FOR DETAILS 

TEL. 01324 639417 (9.30-5.30) 

SEND ORDERS TO FORCE SOFTWARE 1353 DUMBARTON ROAD GLASGOW G14 9U 


/ N 

[STATION TO P SCORE) 

--- ■ --- — - ' 

SO YOU’VE GOT A PLAYSTATION 
SO YOU THINK YOU’RE PRETTY COOL 
, SO MAYBE YOU THINK YOU’RE THE BEST 
SO FIND OUT 

Your Gaming Skills Against A Monthly Game Challenge 
Prizes to Each Months Champions Including The Game of Their Choice 

One Year subscription £13.50 Cheques payable to STS at 
Station Top Score, 138 Inveraray Avenue, Glenrothes, Fife KY7 4QR 

FOR ENTHUSIASTS BY ENTHUSIASTS 

(STATION TOP SCORE) 

___ y 
























































































































































JANUARY 


RELEASE 


TBA 


PRICE 


VIRGIN 


BY 


PLRYERS 


Initially only three 


\OFTHETEN 
LEVELS ARE AVAILABLE, WITH MORE 
OPENING UPAS YOU PROGRESS. 


YOU CAN DESTROY 




ideo games are notoriously unfair. 
The odds are always stacked 
against the player, who's left to 
single-handedly take on the entire 
armed force of some Far Eastern 
country while General Joe cowers in 
the safety of his air-raid shelter.Let's 
face it, there's more chance of bedding Sandra 
Bullock while the whole sordid affair is caught on 
camera by Elle Macpherson. Naked. That is unless 
you're a Gaming God - a Jesus of the joypad. With 
nimble fingers and impressive joypad prowess 
nothing is impossible. Except maybe getting off 
with Cindy Crawford. 

The scenario for Agile Warrior is strangely famil¬ 
iar. It's just you against the world, kid. You've got 
guns, you've got missiles, but unfortunately so 
have the enemy. What they don't have is one coo- 
el airplane that can fly faster than Mach 3 but also 
has the ability to almost hover on the spot - an 
Agile Warrior, if you will. It's manoeuvrable, it's 
dynamic and it carries a wider range of weapons 
than Uncle Bob's Shotgun Emporium. They are 
anti-aircraft missiles, anti-tank rockets, anti-run- 
way bombs - hell, there's even an anti-dandruff 
shampoo dispenser in the glove compartment. 

What it hasn't got is a gutsy pilot 
who's ready to take on the world, but as luck 
would have it the ejector is just your size. So all 
you need to do is provide the precise joypad skills 
and ruthless determination needed to defeat 
Colonel Kilbabbabbaba's terrorist army. Me? I'm 
meeting Drew Barrymore at the Wine Bar on Park 
Lane. Catch ya later... 


EVERYTHING IN 

Agile Warrior - the buildings, 

THE SCENERY - EVEN EJECTING 
ENEMY PILOTS CAN BE SHOT. 1 


missions in Agile 
Warrior are similar in 
structure to those in Desert 
Strike as each campaign is construct¬ 
ed of a series of smaller objectives. Here's a 
beginner's guide to vapourising the enemy. 



-—- 

Without Chris Evans 7 breakfast show to wake 
them the enemy troops will hopefully over¬ 
sleep. Take out the radar sites first, then. 



Damn, the anti-aircraft tanks have been fore¬ 
warned of your arrival. You have two options 
- scarper or blow 'em to bits. 



now it s the turn ot the enemy aircraft. 
Unless they're Sidewinder-ed out of the sky 
they'll fry your ass. 
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I've liked 
Agile Warrior 
from the 
moment the preview code 
arrived. It revels in the sheer 
destruction it offers, and 
anything and everything can 
be blown up. There's a bril¬ 
liant stage where a space 
rocket has to be destroyed, 
for example, and it can 
either be blown up on the 
launch pad or detonated as 
it takes off. Similarly, as 
your guns rake the ground, 
the squaddies it hits 
explode into a red mush — or 
are cut in half if they're 
using a parachute! OTT 
aspects like these only add 
to a very fast and well¬ 
paced blast. Virgin would 
never have you believe that 
Agile Warrior is a simulator: 
it's an out and out blaster, 
and proud. The missions are 
packed with sub-stages, but 
an element of strategy is 
still needed in order to make 
life easier as power-ups 
become more scarce. Agile 
Warrior is never likely to win 
any awards, but it is 
immensely playable, has 
enough explosions to keep 
the cast of London's Burning 
busy for years, and its ten 
levels will keep you hooked 
for months on end. Very 
impressive indeed. 


Oddly the external view 


MAKES 

THE AIRCRAFT MORE DIFFICULT TO 
CONTROL - STICK TO THE COCKPIT. 


VIOLENTLY HHPPY 


Agile Warrior's extensive array of weaponry is 
impressive and should satisfy even the hungriest 
appetite for death and destruction. Buildings are 
torn apart by cluster bombs, aircraft are shot from 
the sky by heat-seeking missiles and entire cities 
are levelled with the devastating mini-nukes. But 


this kind of power doesn't come easily. Initially the 
F-111X is equipped with a meagre four weapons, 
from the weedy chain gun to the more respectable 
Sidewinder missiles. By collecting the bonus pods 
left behind by smoking enemy wrecks, things soon 
begin to hot up... 


SIDEWINDERS 

Short-range heat-seeking mis¬ 
siles. Three of these babies are 
needed to take out a single 
enemy aircraft. 



CLUSTER BOMB 

The cluster bombs have a wide 
area effect so save them for 
close-knit groups of enemy 
ground targets. 



AMRAAM 

The AMRAAM has a longer range 
and causes more damage than 
the Sidewinder - two missiles 
will destroy an enemy plane. 



MAVERICK 

Guided automatically or manual¬ 
ly using the in-built television 
camera, the Maverick is an excel¬ 
lent air-to-ground missile. 



NAPALM 

The napalm bomb completely 
devastating its target and tears 
effortlessly through the sur¬ 
rounding scenery. 



FUEL AIR EXPLOSIVE 

Okay, I've never heard of this 
thing either but it causes a huge 
explosion to ripple out from 
wherever it's detonated. 



ROCKETS 

These beasties are unguided but 
still pack a powerful punch, 
smothering the target in a show¬ 
er of small explosions. 



BUNKER BUSTER 

This high-explosive bomb is 
most effective against lone 
ground targets like enemy HQs 
and aircraft hangar bays. 



B61 SRAM 

The nukes are in short supply but 
who cares - a couple of these 
babies and the entire landscape 
is reduced to rubble. 




Having minimised any aerial threat, you're 
free to concentrate on destroying the nearby 
fuel depots. 


With most of the enemy units already elimi¬ 
nated it's time to tackle the problem at the 
source - take out the enemy HQ. 





The Ariane rocket must be destroyed before 
it launches. Use rockets, blast away then sit 
back and watch the fireworks. 






























ITS THE THERTRE, DRHLINC! 


There are 10 campaign theatres to tackle, although 
initially there are only three to choose from: Skull 
Face; Fire and Ice; and French Guiana. Each cam¬ 
paign is divided into smaller missions, ranging from 
taking out any air threats in the vicinity to destroy¬ 
ing the massive Ariane rocket before it launches. 


While the mission objectives are usually listed in 
order of importance it's often easier to gradually 
work across the battlefield rather than darting 
from one corner of the map to the other. Here's a 
little taster of what to expect when battling 
through the game. 



Kourou, French Guiana. The 
countless radar installations pre¬ 
sent the primary objective on 
this desert wasteland, while 
eliminating the Ariane rocket is 
your ultimate goal. 


Kamchatka. The icy plains of 
Russia are crawling with snow¬ 
cats carrying anti-aircraft mis¬ 
siles. Avoid these gits and con¬ 
centrate on the ice base in which 
an enemy commander is hiding. 


Burma, South-East Asia. The 
dense jungle of Asia provides 
cover for an illegal terrorist 
drugs operation, so fly in low 
and wipe out the all the labs still 
producing the narcotics. 



Kazakhstan. The weapon and 
two chemical plants located in 
the north-east sector provide 
the bulk of the enemy's ammo 
supplies, so nuking these build 
ings will effectively cripple the 
enemy's advance. 



Mediterranean Coast, Libya. 
Terrorist troops have set up 
camp on the coast of Libya and 
are readying their SCUD missile 
launchers for an imminent 
launch. Get in there and take 'em 
out before they're unleashed. 



Gulf of Mexico. This small cluster 
of islands is swarming with 
enemy missile boats and 
patrolling aircraft. No main tar¬ 
gets to concentrate fire on here, 
it's just a bloody battle to the 
bitter end. 


BRIEF ENCOUNTERS 


Visually Agile Warrior is very smart indeed. It's 
packed full of gorgeous texture-mapped land¬ 
scapes, detailed buildings and realistic aircraft, as 
well as loads of FMV sequences before each cam¬ 
paign. In true military fashion, some meathead 
officer plans out the forthcoming mission, detail¬ 
ing primary and secondary objectives as well as 
warning you of any extreme resistance you'll 
encounter. Listen up, this guy could save your life. 




BOMBS RWRY! 


Agile Warrior boasts some of the most outrageous 
explosions I've ever seen. Even the small armoured 
personnel carriers explode impressively, as tiny 
chunks of armour are thrown through the air amidst 
a ball of flame. Even more over-the-top is the 
napalm bomb 
which leaves huge 
craters in the 
ground when the 
dust eventually set¬ 
tles. However, it's 
the B61 nuclear 
warhead that caus¬ 
es the biggest blast 
of them all, filling 
the screen with 
flame before fading 
out to a huge mush¬ 
room cloud. 

Awesome stuff. 



\ Agile Warrior 
J\s decep¬ 
tively tough. 
While it looks like a straight¬ 
forward shoot 'em up it 
takes a fair bit of planning 
to successfully complete 
each mission. It's very much 
like EA's Desert Strike in that 
respect, although the game 
assumes a first-person per¬ 
spective rather than the 
more traditional isometric- 
3D view. Initially the enemy 
onslaught seems unbeat¬ 
able, but as you learn the 
layout of each campaign and 
the best techniques to tack¬ 
le the enemy the entire 
process of completing 
objectives becomes slightly 
easier. Thankfully the hefti¬ 
er weapons available later in 
the game also make life 
slightly less stressful, and 
considerably more exciting 
too. Graphically Agile 
Warrior is slick, with some of 
the best explosions ever 
featured in a computer 
game - it's worth battling 
through the harder stages 
just to witness the impres¬ 
sive nuclear mushroom 
cloud. Even when armed 
with passwords to skip com¬ 
pleted campaigns even the 
most talented gamer will 
find Agile Warrior an uphill 
struggle, albeit an enter¬ 
taining one. Excellent. 








































Read it. Do it. 

Beit. 

Feel it. Win it. 

Work it. 
Love it. Use it. 

Need it. 

Try it, dammit. 



FHM It’s a guy thing. 
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OHME SPEC 



CAME DIFFICULTY: MEDIUM 
CONTINUES: INFINITE 
SKILL LEVELS: 5 




RELERSE 


JANUARY 




lum smuggling booze 


into the US of A during the 'roar¬ 
ing Twenties'. But the prohibi¬ 
tion saw many a speakeasy 
spring up, and with it a gaggles 
of gangsters keeping the drinks 
pouring right along. 

But there are those who take 
the law of supply and demand to 
sadistic lengths. One-Eyed Jack 
is such an example. Not satisfied 
with smuggling a bit of the hard 
stuff, this bootlegger has kid¬ 
napped an innocent little girl 
and then seen to it that the 
Private Detective sent to find 
her sleeps with the fishes. 

What Jack didn't bank on 
though was the arrival of Edward 
Carnby, close friend to the mur¬ 
dered Ted Striker, and deter¬ 
mined to finish the job that his 
buddy couldn't. It isn't going to 
be easy though. Not only does 
he have a labyrinthian mansion 
to explore and a spooky galleon 
to investigate, but there are 
plenty of low sorts knocking 
about intent on pumping him full 
of lead. 

Shrouded in the atmosphere 
of dingy corridors, Trilbys and 
tommy guns. Alone in the Dark is 
what you might call a 'game 
noir', with suspense by the buck¬ 
et load and hardly a hells chance 
of escape from the coastline 
they call 'Hells Kitchen'. 




GET IT TOGETHER 

Some quick and flexible thinking is going to be needed at various 
points of Alone in the Dark. Knowing what to use, where to use it and 
how to use it is a skill requiring a good deal of vision. How do you 
open a door locked from the other side for example? Simple - you 
place a sheet of paper under the door, use a pipe cleaner to poke the 
key out, with luck it lands on the paper and then it's a matter of drag¬ 
ging it back. Cunning eh? Or how about finding Jack's secret room? 
Let me demonstrate... 


The Billiard Ball 


After Ed's knocked off all the 
gangsters in the dining room, 
an inspection of the 
Christmas tree reveals a red 
billiard ball... 



...Putting two and two 
together, Ed goes upstairs to 
the billiard room. He has no 
success on the billiard table 
but then he notices the 
Chinese billiard table... 




...Jack goes to find her. Ed 
sees his chance and starts to 
use the hook he stole off an 
accordion player to pick the 
lock. And so the adventure 
continues! 
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YOU’RE RLL TRKE TRKE 


One thing that Alone in the Dark isn't short on is pick-ups. It's best 
to take anything that crosses your path because it's going to come 
in handy sooner or later. Some items link up with others like the 
rope and the grappling hook. Others have particularly unusual uses. 
The battledore for example is a clothes beater, but you'll find it 
comes in handy for beating up enemies when your gun runs out of 
ammo. For the essentials like ammo or refreshment flasks, make 
sure you search any dead bodies. 


THE GROUND FLOORED 

So you like the look of the house? Let's go on a quick tour around 
the ground floor. You can expect some surprises believe you me... 


4. DORMITORY : At the end of 

the guard room is a door. Ed 
opens it to reveal the dormito¬ 
ry where the guards bed 
down. He finds some useful 
bits and pieces like a bullet¬ 
proof vest, a tommy gun and 
some ammo. Sticking this lot 
in his burgeoning inventory, 

Ed leaves the dormitory and 
the guard room, paces across 
the hallway to the staircase 
heading for the first floor. 
What's up there? Will Ed sur¬ 
vive? Will the child be saved? 
The suspense is killing me! 


COMMENT 



3. GUARD ROOM : The door to 

the guard room is shut but 
looking in through the serv¬ 
ing hatch, Ed can make out 
two rough types tucking into 
a meal. With ingenious 
insight, the intrepid detective 
offers over the wine which is 
gratefully accepted and 
drunk. After a couple of min¬ 
utes the two men stumble out 
and collapse. Stepping over 
them, Ed nonchalantly steps 
in and puts a token in the 
organ. It cranks up a tune and 
causes a gold doubloon to 
materialise out of thin air. 

The magic of music eh? 


1. HALLWAY: Coming up the 
steps from the basement 
dressed in a Santa Claus suit, 
Eddie finds himself in a hall¬ 
way. A chef saunters by on his 
way to the kitchen. Following 
the chef, Ed wanders past a 
statue of Neptune which sud¬ 
denly releases its trident. 
Stepping out of the way, Ed 
generously offers the experi¬ 
ence of impaling up to the 
unsuspecting cook. 





In appear¬ 
ance, Alone 
in the Dark is 
excellent, with moody light¬ 
ing effects and camera 
angles. Similarly, the puz¬ 
zles are involving and test¬ 
ing. The main problem, 
though, is that control over 
the characters is often a bit 
sluggish, making pitched 
battles a little too hit 'n' 
miss. If you see it through, 
however, you'll find a very 
enjoyable adventure a little 
different from the norm, 
and reward comes in the 
form of animations which 
enhance a very nice game 
perfectly. By no means a 
classic, but recommended. 


=i 



2. KITCHEN : Feeling hungry, 
Ed checks out the kitchen for 
grub. Another cook offers 
him a couple of fried eggs 
which he necks quickly. 

When the cook gets a bit 
testy Ed grabs a frying pan 
and sorts him out. Poking 
about, he comes across half a 
bottle of plonk. Rather than 
knock this back, he mixes it 
with a vial of poison he dis¬ 
covers next to one of the 
cupboards. But who does he 
intend to poison? 
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M Alone in the Dark mixes the everyday 
M realities of bootleggers in the Twenties ^ 
m with some pretty weird stuff. Take 
1 Elizabeth Jarret for example. This protege of 
[ One-Eyed Jack is in fact an immortal witch 
with secret powers, and she has bestowed 
these on the arch villain and his crew. Likewise, 
i the house at Hell's Kitchen is similarly bound 
V in magic. There are spirits which haunt its 
^ corridors, statues that come to life and i 
even a teleport room where Ed finds A 
himself raised from the ground, M 
obliterated and then deposit- 
ed in another part of 
the house. 


■fsSSEC 


When Ed first goes up\ 


THESE STAIRS HIS SANTA 

Claus suit doesn't save him from a tough guy 
with a Tommy gun waiting at the top. 



THE DORMITORY. 

Inside he'll find a 

MUCH NEEDED GUN. 



M While the player takes on the role 
W of Edward Carnby through most of ^ 
f the game, when he finds himself } 
chained up somewhere on One-Eyed 
Jack's ship, the player suddenly assumes 
the role of Grace Saunders, the kidnapped 
girl. Playing as Grace, the objective now 
{ is to free Ed. Obviously the young J 
L scamp is not going to be very useful A 
in a fight, but being small she goes M 
unnoticed much of the time f 
and can crawl into the 
1^^. smallest s paces. 






ROB 


Ordinarily, 
this is the 
kind of game 
I try to avoid, conditioned as 
I am to the all-action game 
that caters for the 20 minute 
buzz play. Alone in the Dark 
isn't like that. It requires a 
dedicated couple of hours 
to get into and - be warned 
fellow breadheads - it 
involves plenty of thinking. 
But to my surprise and satis¬ 
faction, I found it's worth 
the time it demands, prov¬ 
ing really rewarding when 
you finally figure out how to 
overcome the quandary you 
find yourself in. Make sure 
you've got a memory card as 
well because this is a vast 
game and there's no chance 
you'll have it sussed in one 
sitting. One of the most 
attractive elements of Alone 
in the Dark is its style, using 
some sterling graphics and 
cinematic editing to create a 
real feeling of suspense. 
Admittedly, the cuts to low 
or obscure angles get a bit 
confusing sometimes, espe¬ 
cially if it's happening while 
you're fighting, but once 
you get used to this it's easi¬ 
ly forgivable. If you fancy a 
change from all that speed 
and blasting craziness, why 
not try Alone in the Dark and 
enjoy your violence at a 
more leisurely pace. 
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Special Weapon power: ★ ☆☆☆☆ 

Speed: ★ ☆☆☆☆ 

Handling: ★ 

fata ** 1 

Armour: ★ ★ ★ ★ ★ 

Driven by a weird creature called Mr Ash who 
wants to destroy the world. This massive vehicle 
has only one thing going for it, and that's the 
fact that it's a massive vehicle! Awesome 
power. Man. 

SPECIAL WEAPON .. —I 

A thin beam of * » 

white hot fire stolen straight 
from the depths of hell. 

Apparently. L- 


CRIMSON FURY 


Special Weapon power: ★ ★ ★ ☆☆ 

Speed: ★ ★ ★ ★ ★ 

Handling: ★ ★ ★ ★ ★ 

Armour: ★ ☆☆☆☆ 

Driven by Agent Stone. One seri¬ 
ously sharp and super-fast car. Not much to talk 
about in the armour stakes, but extremely fast, 
and almost impossible to catch when it starts 
using the turbos. 

SPECIAL WEAPON 

A thin red armour- melting 


NOVEMBER 


€39.99 


SONY 


BY 


PLRYERS 


GRME SPEC 


MCE 


DUTLRW 


Special Weapon power: ★ ★ ★ ☆☆ 
Speed: ★ ★ ★ ☆☆ 

Handling: ★ ★ ☆☆☆ 

Armour: ★ ★ ★ ★ ☆ 


A good all-rounder, this sturdy car is driven by 
Sgt. Carl Roberts, a man hoping to put an end to 
the contest by working from within. A good 
choice for the beginner. 

SPECIAL WEAPON 

A close-range only weapon, but one that 
still sends 20,000 volts up your opponent's wot- 
sits. It is also omnidirectional and self-target¬ 
ing. La de da. 


onsidering the 
PlayStation has 
only been 
around for a rela¬ 
tively short peri¬ 
od of time, we're 
not doing too badly for 
software. It's especially nice to 
find that at this early stage I can 
already start looking to existing 
PSX software for comparisons 
rather than digging up sixteen 
year old Spectrum and VIC 20 
relics! So let's make this easy by 
simply describing Twisted Metal 
as "what Destruction Derby could 
have been". 

You take part in the game as 
one of the twelve available com¬ 
batants, each one boasting a 
variety of vehicle attributes and 
special weapons. There are six 
battle areas to play through, 
ranging from a Destruction 
Derby -like closed arena, to sub¬ 
urbia, to precarious rooftop bat¬ 
tles. As is always the way, along 
with your specialised vehicle 
weapon there are tons of extra 
guns, missiles, oil slicks, and 
mines to collect via special pods 
found throughout the courses, 
or hidden inside trailers. You 
only get three lives to play with, 
but with health rechargers dot¬ 
ted round and about the levels, 
strategy can be employed to 
extend longevity. 

The enemy intelligence is for¬ 
midable, and once you get to the 
stage where you're up against 
six baddies at once, you really 
will need all the tricks of the 
trade to get out in one piece. 
There's a plethora of informa¬ 
tion available, so decide what 
you want shown on your display 
(ie enemies remaining; rear-view 
mirrors; radar; etc) and get the 
show on the road. 


PIT VIPER 


Special Weapon power: ★ ★ ★ ★ ☆ - 

Speed: ★ ★ ★ ☆☆ 

Handling: ★ ★☆☆☆ 

Armour: ★ ★ ★ ☆☆ *mmm 

Driven by the pouting beauty, Angela Fortin , this 
is a tough and sturdy buggy, and as such a good 
all-round performer. 

SPECIAL WEAPON 

This is a stream of deadly green acidic 
slime that burns through anything it hits. 


GENTLEMEN. START 
YOUR ENGINES! 


PlayStation Plus wouldn't be complete with¬ 
out the obligatory 'enormous section show¬ 
ing all the characters in the game' so, with¬ 
out further ado, here it is. 








































HRMMERHERD 


MR GRIMM 



Things get nice and busy in 

THE CITY CENTRE. 


view. From here you can see: the 

RADAR (TOP LEFT); THE 'CARS 
KILLED/CARS REMAINING'INDICATOR 
(MIDDLE TOP); THE REAR-VIEW MIR¬ 
ROR (TOP RIGHT. ER... BROKE IT I'M 

afraid!); and the list of remain¬ 
ing DRIVERS (RIGHT SIDE). 


around 

the edges, so any initial 
comparisons to Destruction 
Derby are bound to be less 
than favourable. However, 
as you get to grips with the 
controls of the offered vehi¬ 
cles and gradually make it to 
the oddball suburban play 
areas, the game really opens 
up. Twisted Metal's greatest 
attribute is that the worlds 
you explore are brilliantly 
realised. While the battle 
action is indeed excellent, 
the huge later play areas 
give the game a real envi¬ 
ronment, with the player 
using sneaky hidden routes 
to sneak up on the opposi¬ 
tion. The gameplay is per¬ 
fectly tuned, too, with 
power-ups hard to reach but 
nevertheless attainable, and 
the CPU vehicles are both 
intelligent and aggressive, 
making the most of their 
special capabilities. If I have 
any gripes with Twisted 
Metal it is that the split¬ 
screen mode is too small and 
restricts play, and that more 
levels are needed. But over¬ 
all this is a playable, if unde¬ 
manding, game worthy of 
attention. 


Special Weapon power: ★ ★ ★ ★ ★ ' w 

Speed: ★ ★ ★ ★ ☆ 

Handling: ★ ★ ★ ☆☆ 

Armour: ★ ☆☆☆☆ 

An incredibly fast and highly manoeuvrable 
chopper bike, driven by a mystery man with no 
name. Pretty crap in the armour department, 
but with speed like no other. 

SPECIAL WEAPON 

Death Sp: A weapon from 'the other side'. 

Scare the life out of your opponents with this 
weird, er... thing! 


Special Weapon power: ★ ★ ★ ★ ★ iHp. 
Speed: ★ ☆ 

Handling: ★ ★ ☆☆☆ t* / ■$. 

Armour: ★ ★ ★ ★ ☆ ^ 

A stolen monster truck driven by two high 
school drop outs, Dave and Mike. Not particular¬ 
ly fast or easy to handle, but nice 'n' powerful 
to be sure. 

SPECIAL WEAPON 

Not your usual special - just drive over 
opponents and crush them to death. 


Special Weapon power: ★ ★ ★ -^ 

Speed: ★ ★ ★ ★ ★ 

Handling: ★ ★ ★ ★ ☆ 

Armour: ★ ☆☆☆☆ ^21 

A classic from 1965, this is a speedy and 
manoeuvrable treat. It is, however, a tad weak. 
Driven by Scoff Campbell. 

SPECIAL WEAPON 

A magical homing missile that 
will fly through walls and floors in pursuit of 
prey. Major damage ahoy! 


Special Weapon power: ★★★☆ !< f. 

Speed: ★ ★ ★ ★ ☆ ^ 

Handling: ★ ★ ☆☆☆ 

Armour: ★ ★ ★ ★ ☆ wmm- 

A nice little runner this. Road Kill is pieced 
together from various junkyard hulks, and is dri 
ven by one Capt. Spears. 

SPECIAL WEAPON 

A giant metal javelin fired at 
10Omph! Certainly not to take while bending 
over. Ooughya! ..—— 


Here's a taster of the in-car 
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SWEET TOOTH 


THUMPER 







Special Weapon power: ★ ★ ★ ★ ★ 

Speed: ★ tv tv tv tv 

Handling: ★ tv tv ☆ tv 
Armour: ★ ★ ★ ★ ☆ 

Driven by the escaped mental Needles Kane, this 
is one weird ice cream van. Handles like a had¬ 
dock on a skate board, but packs a punch. 




SPECIAL WEAPON 

A 99 with more than just a flakey 
finger! A powerful flaming projectile that 
comes in vanilla and chocolate. 


Special Weapon power: ★ ★ ★ ★ ★ 

Speed: ★ ★ ★ ★☆ 

Handling: ★ ★ ☆☆☆ 

Armour: ★ ★ ★ ★ ☆ 

An excellent and cool car, driven by LA street 
kid Bruce. It's tough, but also fast enough to get 
out of trouble. 


5PECIAL WEAPON 

A red hot column of flame that 
scorches with a decent reach. 





Why not have a 

SPLIT SCREEN CAME FOR EXTRA JAPERY? 


If YOU'RE WONDER¬ 
ING, THE ELECTRIFIED PLATFORM ON 
THE LEFT IS A RECHARGING STATION. 


Special Weapon power: ★ ★ ★ iV tv Jr & *m 

Speed: ★ tV tv tv tv p 

Handling: ★ ★ tv tv tv 

Armour: ★ ★ ★ ★ tv Jj 

Commander Mason is the man behind this slow 
but-powerful machine. A ton of armour and a 
quite excellent special weapon make this a 
smart choice. 

5PECIAL WEAPON 

Three beautiful homing mis¬ 
siles that twist, turn, and then nail your oppo¬ 
nent good'n'proper. Huzzah! I ' ,. 


Special Weapon power: ★ ★ ★ - 

Speed: ★ ★ ★ ☆☆ 

Handling: ★ ★ ★ ☆☆ fpp|HM 

Armour: ★ ★ ★ ☆☆ ** 

Easy the best all-round performer. Yellow 
Jacket is driven by New York cabby, Charlie 
Kane. Very good for beginners. 

5PECIAL WEAPON 

Nice and simple this, just 
lob bottles of the good stuff up your oppo¬ 
nent's backside, and enjoy the bonfire. Crude 
but effective. 


Cot ANY MATES? 


Missiles away! 


COMMENT I 


ml 7" -rrm i After m y 

miilllJJP/ first hour of 

^■"■■""■^playing 

Twisted Metal , I was 
extremely happy to be alive. 
I was having tons of fun; 
blowing up lots of bad guys; 
screaming around in a 
souped-up motor armed to 
the teeth with some excel¬ 
lent weapons; and best of 
all, I was winning... and then 
I finished the game. Bugger. 
Yep, sad but true. Twisted 
Metal is extremely good fun, 
but it's also a bit brief. You 
get your six areas to play 
with (and very nice and big 
they are) but before you 
know it, the enormous end 
of game bastard shows up 
and kicks you in. Thanks to 
the password system, you 
can just nip straight back in 
and finish him off. TM is, 
however, definitely a game 
that you'll play again and 
again anyway and, as we 
know from Destruction 
Derby , "having fun" is a 
good enough reason to play 
a game — even if it is limit¬ 
ed. The split-screen doesn't 
work quite as well as in, say, 
ESPN , but it's still nice to 
have the option, and it can 
be a laugh. So, TM is damn 
good fun for sure, but as for 
whether you'll be coming 
back after a year, hmm, the 
jury (as they say) is still out. 



RRTINO 


CM 
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GAME DIFFICULTY: EASY 
CONTINUES: FIVE 
SKILL LEVELS: 3 


FEBRUARY 


RELEASE 


TELSTAR 


PLRYERS 


he 'one man 
against all the 
odds' scenario 
has served video 
games every bit as 
well as it has provided large wage 
packets for Messrs Schwarzen¬ 
egger, Stallone, and Van Damme. 
No sooner had First Blood and 
Rambo hit the nation's cinemas 
than SNK and Capcom lined up 
Ikari Warriors and Commando 
respectively. Sadly, in these days 
of 3D extravaganzas and space- 
based shoot 'em ups, the lone 
army hero seems to have died a 
death. There's no more yomping 
up screen, lobbing grenades at 
oncoming tanks and blowing 
enemy snipers out of trees. 
Instead, the latest alien invasions 
and super-lasers have seized the 
public's attention. 

Telstar, however, have differ¬ 
ent ideas. Realising the days of 
overhead shoot 'em ups are gone, 
their titular Lone Soldier adopts 
the one-man army role, but this 
time his foes attack in the glori¬ 
ous 3D we expect of a Play¬ 
Station game. The enemy out¬ 
posts and large assault vehicles 
are still there, but instead of 
small sprites players are invited 
to blow the shite out of vehicles 
that look as if they could indeed 
do some harm. Not only does it 
steal liberally from Commando 
and Ikari Warriors , though, any¬ 
one familiar with Operation Wolf 
and the many other 
'into the screen' 
shoot 'em ups 
may recall a 
few ideas, 
too... 


HRMED AND DANGEROUS 


GRENADES: 

Along with his basic gun, our 
hero begins with three 
grenades. Activated using the 
circle button, the longer the 
button is depressed the further 
the grenade is thrown. 


Our one-man army is initially armed with a machine gun and an 
unlimited supply of ammo. The joypad is used to move the colos¬ 
sus left, right, and into and out of the screen with a cross-hair 
sight dangling in front of him, rather like the proverbial donkey 
and carrot arrangement. Using the L and R buttons to position the 
cursor, the X button then activates the weapons. That's not to say 
that superior firepower isn't on offer, though. Just take a gander 
at these... 


FLAMETHROWER: 

Complete with this rather 
fetching backpack, the 
flamethrower offers a visually 
impressive fiery death - com¬ 
plete with chilling screams from 
its victims. 


MISSILE LAUNCHER: 

Worn over the shoulder, this 
sexy little number is the most 
potent weapon in the game. 
Particularly adept at reducing 
tanks and vans to smoking piles 
of scrap metal. 


MACHINE GUN: 

Replete with infinite ammo. 


M60: 

Rare, but goes through more 
soldiers than an Aldershot pros¬ 
titute. 
























THE 


Lone Soldier is broken up into a series of 
small stages, each of which combine to cre¬ 
ate the game's four themed worlds. Our hero, 
who goes under the name of Hank, has been sent 
to blow up an alien menace - the Varinians - out to 
take over the Earth. Starting in a canyon, a corrupt 
officer. General Crumb, is siding with the aliens, and 
has set up a series of boats, convoys and weapon towers 
to stop Hank progressing. Following this, the swelter¬ 
ing jungles beckon, with an evil witch doctor using his 
zombie slaves to add to the already considerable 
menace offered by more soldiers and larger armed 
enforcements. Next up is the walled in confines 
of a city, where crimelords and ninja assassins 
make up the enemy hordes as the final 
stage - the alien ship - is unveiled. 

Prepare to die... 


COMMENT 


C MRTT j ] 


On first sight. Lone Soldier looks as if it's going 
to be incredible fun. There are some nice 
weapons to play with, an endless supply of enemy 
soldiers to shoot, fry, and bomb, and tanks and trucks to torch 
along the way. Unfortunately, you've just had a complete run 
down of the game. The game plods along, occasionally throwing 
a few slightly different-looking baddies at you, but never really 
evolving from a point and click shooting game. It's not Operation 
Wolf , but neither is it good enough to compare to the likes of 
Doom. The enemy intelligence is such that, if you take your time, 
most can be felled before they even appear to have noticed you, 
or to take things to the other extreme, you can just run through 
each level unchallenged. It's not dire by any means, but it's not a 
show stopper. A summary? Fun, but limited. There. That'll do ya. 


MRfffi i COME AT SET POINTS 

DURING THE LEVELS — NORMALLY 
JUST BEFORE A LARGE ENCAMPMENT 
OF ENEMY SOLDIERS OR A GROUND 
INSTALLATION. 


THE THIRD DIMENSION 


To Lone Soldier s credit, it offers some neat ideas 
which could only be realised in its 3D environ¬ 
ment. Soldiers drop down from abseil ropes, for 
example, only to hang there when shot. Similarly, 
targeting grenades is far more realistic, and the 
kick back from a freshly-used bazooka is extreme¬ 
ly effective when viewed from behind the (recoil¬ 
ing) main sprite. Other neat attack ideas include 
the ability to blow up troop-carrying vans before 
the soldiers pile out (thus negating the need to 
pick them off individually), and a pair of utter saps 
who ponce up and down a railway line on one of 
those trolley devices with little or no armaments. 





k COMMENT 





I used to 
love 

Commando 
and Ikari Warriors, so Lone 
Soldier offered both a 
healthy slice of nostalgia 
and an updated version. 
However, while the basic 
idea of setting these classic 
coin-ops in 3D sounds like 
the perfect mix, several 
aspects of Lone Soldier let it 
down. Picking away at the 
enemy forces is fun and the 
variety of weapons on offer 
adds to the action immense¬ 
ly. My main criticism is 
everything plods along at a 
bit of a laid-back pace. The 
enemy soldiers yomp on, the 
player picks them off. No 
real frenetic action, never 
any real menace. Another 
problem is regarding the 
targeting system which 
seems imprecise at times, 
and needs more accuracy so 
distant soldiers can be 
picked off before they 
inflict damage. I can under¬ 
stand the lack of immediate 
accuracy extending the 
longevity, but it's so annoy¬ 
ing to lose energy when you 
can't target an oncoming 
foe as quickly as hoped. 
Quite simply. Lone Soldier is 
a case of missed opportuni¬ 
ties. The idea was most cer¬ 
tainly there, but it's all too 
slow to persevere with. 


75 


n REVIEW 





















































CHME 


SPEC 


ACCLAIM 


PLRYER5 


I op stars are 

I Jam unlikely video 
game heroes. 

Anyone old enough 
to remember Frankie Goes to 
Hollywood may also recall a 
rather shite puzzle game Ocean 
released to cash in on their fame. 
However the downside of 
licensing a pop star is that, in the 
time it takes to get a game on 
the shelves, the star of it is usu¬ 
ally heading for the popularity 
dumper, thus explaining why 
games based on Bros, Dollar and 
New Kids on the Block never saw 
the light of day. Of course, there 
are those bands and artists who 
manage some sort of longevity 
in their career. Usually ones with 
a modicum of talent. However, 
completely disregarding the 
need for talent. Acclaims latest 
licence surrounds the antics of 
US rockers, Aerosmith. 

For those of you who don't know 
Aerosmith, well done, you've so 
far escaped their wrath of 
mediocre and commercial pap. 
For those of you who not only 
know Aerosmith but proclaim to 
be fans, I suggest you either 
seek help immediately or go into 
the kitchen and hack your head 
off with a big knife. 

Anyway, with all impartiality 
here is the plot: Aerosmith have 
been kidnapped by an under¬ 
ground organisation who have 
broken up the band and are 
holding them in different places 
around the world. Your job is to 
seek them out and save them 
with the help of your machine 
gun and a few power ups. 

Viewed from a first person per¬ 
spective, it's all a matter of 
shooting and more shooting. Are 
you ready to rock? Oh well, bad 
luck because this is Aerosmith. 


DISC CO FEVER 

Not surprisingly, the supplementary weapon in Revolution X involves 
throwing silver and gold discs at enemies. More powerful than your 
machine gun and in limited supply, they appear in boxes dumped from 
the sky or behind smashed windows and busted doors. There are plen¬ 
ty about and it's worth saving them for when you face one of the 
game's bosses. Also available is a power-up for your machine gun 
which speeds up the rate it fires at. For protection against enemy bul¬ 
lets there is a shield, and milkshakes replenish health. 


ROCK THE LIFEBRR 


Always sure to take plenty of energy from your lifebar are the 
bosses, and Revolution X is no exception. Very tough to beat and 
usually involving a vehicle of some description, the bosses in 
Revolution X must be tackled in stages. Here's a look at a couple 
of them: 


What appear to be Power 

Rangers appear constantly and 

ARE ARMED WITH GUNS. THEY'RE 
EASY TO PICK OFF , THOUGH. JUST 
SPRAY THOSE BULLETS AND WATCH 
THEM FALL. 



THE CHOPPER : This is the first boss you'll come guns at its sides should be taken out first. Then 

across in the game but it's no beginners push start pummelling the windows and missile launcher 

over. Practically everything on the chopper must on its nose. After lots of time and effort it eventu- 
be destroyed. The missile launchers and machine ally explodes. 
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Save 

Aerosmith?! 
Are you kid¬ 
ding?! Personally I'd like to 
shake the hand of the man 
who kidnapped them and 
try to convince him to go for 
Bon Jovi next. Eventually we 
might be able to eradicate 
every middle-of-the-road 
American rock band and 
save the world from the 
pestilence that is the air- 
punching blonde permed 
rock rebel. Twats! The irony 
is that Revolution X is the 
perfect game for such rock¬ 
ers, sporting all the quality, 
taste and style of their idols 
- none. The animation 
wouldn't turn heads on a 16- 
bit machine, the graphics 
turn my stomach just think¬ 
ing about them - those 
blocky 'rock chicks' in biki¬ 
ni's, grabbing the keys to 
your lambourgini etc. — and 
the action made me want to 
go to sleep. This is a mun¬ 
dane and dull Operation 
Wolf style game, swapping 
gun-ho soldiers and guerrilla 
warfare for blokes in gas 
masks and babes in cages. 
It's shoddy and it's tacky 
and fans of Aerosmith will 
probably love it. You want a 
revolution? Then look else¬ 
where, because you'll find 
nothing here but Revolution 
Xcrement. 


2 «i # 

fi HT 


THE DESK FI6HTER : When you reach the last room on 
the Pacific Rim level, you'll find a man sitting at a 


desk. It all looks quite innocent until the desk con¬ 
verts into a hovering fighting machine. 


COMMENT 


Oh dear, this is all very poor. Revolution X was a crappy coin-op in the first place, and 
its only redeeming factor was the light gun used to pick off the onscreen foes. 
Without it, the PlayStation version is little more than a dull variant on the age-old 
Operation Wolf, with jerky sprites ambling across the screen and huge bosses spewing out so much 
flak it is virtually impossible to complete a stage unscathed. There's no variety to the action (with the 
exception of a change of direction to the scrolling), and as soon as you've seen one boss and digitised 
picture of Aerosmith, you've seen them all. Utter garbage, and a complete waste of time. 


THREE WRYS TO ROCK 


After you've made your way past the enemies 
outside the auditorium, through the foyer and 
along the aisles, you come to a room with a star 


on it. Inside, you have to get hold of the keys to 
your lambourgini. Then it's off to take on the first 
boss and once that's out of the way you have a 
choice of three destinations... 


AMAZON 
JUNGLE: 

^Spear-chucking natives are^ 
joined by others who throw ' 
axes or use machine guns. When 
you enter one of the ancient 
stone buildings you'll find your- J 
self faced with the usual gas 
L mask wearing bad guys, and aj 
guy behind a desk chuck-^ 
ing grenades at you! 


MIDDLE EAST: 

The first thing you'll see^ 
r are bikini clad babes toiling 1 
away. After shooting the 
^guards supervising them, things^ 
speed up with a bus chase. 
Destroy all the windows, sol¬ 
diers, and the engine and 
^before you know it that's thej 
Middle East level all 
packed up and 
^ompleted^ 


PACIFIC RIM: 

r After moving through a^ 
r few doors you arrive at a 
r goods stockade where there 
r are literally hundreds of power- ' 

I ups Once this maze is negotiated | 
| there's a factory where babes in 
L bikinis are being held. Last to 
i tackle on this level is the boss i 
k sitting behind an unusual 
^rocket-powered 
desk... 
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C Y„.„ 

■ yV wasn't wrong 
when he said 
^^"Golf" in a slightly 
sarcastic 'not much fun' sort of 
way during an earlier preview, 
and for that reason alone. I've 
chosen to start this piece in 
much the same way. So here we 
go. Golf. There, that's that out 
of the way. 

Yes, if I had my way, no-one 
would ever make another golf 
game until I was dead and 
buried. It's not that I hate them 
— in fact I've thoroughly enjoyed 
the odd one over the years — it's 
just that, in my opinion, once 
you've played one, you've pretty 
much played them all. Would it 
for instance surprise you to learn 
that in PCA Tour 96 you have to 
select the club of your choice 
depending on terrain type, dis¬ 
tance, wind, and obstacles? No? 
Well how about the fact that you 
press fire once to start the 
power bar, twice to select the 
strength, and thrice to hit the 
shot (with or without slice and 
hook depending on your accura¬ 
cy). Still familiar? Er, well how 
about the option play in practice 
mode, through an entire tourna¬ 
ment, or in a 'skins' or knockout 
competition? No? Well it is a 
straight sports simulation — 
what do you expect! Either you 
like these things or you don't. 

Of course, being an EA prod¬ 
uct, it is covered in bells and 
whistles like never before (with 
digitised graphics, tons of sam¬ 
ples, and loads of FMV), but 
whether these make any differ¬ 
ence to the overall game, I think 
you'll have to weigh that up for 
yourself. 




Should you feel so inclined, you can practice holes from both courses, selecting the 
ones you want with but the touch of a button. Super. 


If you can't be bothered to 
create a player from scratch, 
there are a number of pro 
golfers already included in 
the program to choose from 


And here's that handsome devil 
Fuzzy close-up. Of course, 
you'll no doubt be gagging to 
see the fella in action, so... 


...here he is in the flesh! Each 
pro has a short clip showing 
some special moment from 
their career. Very nice. 


+ UNHUCTIO 

0 siu:tio 


'&> UCCMft BV 

F€£EtE B£A f .HCO. 


NEXT COURSE 












































IT’S R BEHUTY! 





OF COURSE 


AS 20CLLCR (E) 0 

Ta pintOOyd * 2' ft brio* Lie Ite 


AS ZOELtER <E) 

To pm 600y4o 2'ft bolow Lia Too 


Which just leaves me to put this 
in from 16 feet. Unfortunately, 
this is where the control system 
fails to deliver the control 
needed, leading to yet another 
game of "back and forth". D"oh! 


I actually sliced this shot a bit, 
but the strength was pretty 
good so we should be okay. 


...where things are looking 
pretty groovy. 


Hitting the ball is a simple affair. First of all, check 
the wind direction and strength, and then use the 
target display (the yellow arrow) to aim your shot. 


A bit further down the fairway, and the story's 
much the same as before. A three iron from here 
methinks. 


The first click sends the power 
bar racing to the top, where 
you should try to click again 
when it's over the yellow band. 


* 

! 

The bar then runs back down, 
where you should attempt to 
click when it's over the lower 
yellow band. Too early and 
you'll hook it, too late and 
you'll slice. 


And here we are. One last chip 
up onto the green... 


As well as getting the comput¬ 
er-generated flyby of each 
hole as you play, you can view 
a short video about the entire 
course. This isn't actually very 
helpful as far as playing the 
game goes, but those clever 
people at EA know what suck¬ 
ers you all are for a bit of full- 
motion video! 


The flag's in sight. All I have to 
do is get it past the bunkers 
ahead. 


STEVE 


First of all, ignore the shite Richard Clayderman 
music which opens PGA, and you'll be initially 
impressed with the Sony version. The animation is 
excellent, and there are enough options to keep most armchair 
golfers happy, but the dodgy putting system will soon have even 
Brucey biting his wig. Accuracy is everything in a golf game, but 
when a much-needed putt is let down by a ball which rolls along 
only to stop dead in its tracks, the swearing soon starts. This 
problem also affects longer shots, marring an otherwise fine sim. 
Good, but not as good as past versions, so roll on Actua Golf. 


AS 20£LL£R lEI 0 

Target : 262yds 9 ft balow L te fairway 


AS 20£Ll£R (E) 1 

Target 163yds tSfi baiow Lte F airway 
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COMMENT 



t MRTT J ] 


All said and 
done, this is 
a good golf 
game - nothing more, noth¬ 
ing less. The presentation is 
pretty, the game is quick to 
access, and it's relatively fun 
to play. My main argument 
with all golf games, howev¬ 
er, is that behind the attrac¬ 
tive facade, you're dealing 
with nothing more than a 
saucy reactions test. Once 
clubs are chosen and 
fade/draw etc. effected, it 
really boils down to how 
good you are at stopping a 
moving power bar where 
you want. Practice on a fruit 
machine and there's nothing 
to worry about. Change the 
difficulty level and it simply 
makes the bar faster and the 
need for accuracy greater. 
Two courses isn't a tremen¬ 
dous amount, but course 
disks will be available at a 
later date, and the various 
play modes help keep things 
interesting (slightly). The 
video clips, flyby views and 
commentary are very nice if 
you can be bothered, but 
I'm still not overwhelmed by 
PGA. I can see that if you 
were a real golf nut, there's 
a lot here to keep you 
happy, but I'm still a bit too 
concerned about the some¬ 
times harsh putting settings 
to be convinced. 
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efcon 5 is an odd 
i cookie. While it 
1 looks like a fairly 
' straightforward 
Doom -inspired 
shoot 'em up, it tries 
so hard to be something more. It 
succeeds to some extent, and is 
essentially an arcade adventure 
that relies more on strategic 
planning rather than an itchy 
trigger finger. 

As a Cyberneer (a sort of virtu¬ 
al reality computer repair bloke) 
you've been singled-out to get 
the automated defences of MRP- 
6F up and running by tapping 
into the main computer and 
downloading the software. The 
first-person view, in which most 
of the game is set, is more of a 
navigational tool used to simply 
explore the defence colony 
MRP-6F rather than serving as a 
battle ground for fighting the 
invading aliens. Admittedly 
there are occasions when you'll 
have no other option but to 
engage the intruders mono-et- 
mono, but most of your time is 
spent searching for software 
pads and invaluable power-ups, 
vital for getting the colony com¬ 
puter systems back on-line. Of 
course, it's never that simple and 
within minutes of entering the 
complex, aliens attack. 

So what now? Fight 'em off 
with the one remaining fire axe 
or scarper? Well it's really up to 
you. You can try and fend off the 
aliens by activating the outer 
defence turrets and assigning 
patrol routes to the internal 
combat droids, or alternatively 
opt for the more sensible choice 
and run for your life. However, 
before you can escape the 
clutches of the attacking robots 
you need to initialise the colony 
self-destruct sequence, but to 
do that you need the correct 
keypad. Unfortunately, to get 
the keypad you need security 
clearance and... oh, why is life 
always so difficult? 




I WHNT IT HLL 

There are only a handful of collectibles in Defcon 5 but each is invaluable to your mission — providing you 
can find the damn things! 



Pretty self-explanatory really. 
Tops up your energy bar, albeit 
only slightly. 


AMMUNITION CRATE 


D'oh, without bullets how are 

you gonna get rid of the enemy - 
use harsh language? 



this security pad to en 


yra^tftrsecurity pad to enable 

both the combat and reconnais¬ 
sance droids. 


DESTRUCT PASS 


Before the self-destruct 

sequence can be initiated you'll 
need to find this pad. 


WHERE RM I? 


Like a pair of tight drain-pipe jeans, Defcon 5 
takes some time to get into. Dumped uncere¬ 
moniously on the mining planet MRP-6F, know¬ 
ing little about the task ahead, you're left to 
wander aimlessly through the vast colony until 
you eventually manage to log-on to one of the 
VOS computer terminals. Through on-screen 
prompts you're told the only way to gain secu¬ 
rity clearance is to locate the main terminal. 


which is located in the control room. By riding 
the limo car across to Admin Level 2, then the 
taking an elevator to Admin Level 6 and finally 
up to the control centre you find the main termi¬ 
nal. Once there, the defence laser turrets can be 
activated and the reconnaissance droids dis¬ 
patched to scavenge the wreckage of the nearby 
shuttle craft, which contains software pads vital 
to your mission. Just as everything seems to be 
going okay, the first wave of alien craft breaks 
through the atmosphere and attacks. Quick, man 
the laser turrets! 







































COMMENT 



IS THERE ANYBODY OUT 
THERE? 



Generally Defcon 5 looks very slick, the polished intro sequence 
being notably impressive, if a little lengthy. As the shuttle breaks 
its orbit of the mining planet MRP-6F, the camera pans cinemati- 
cally across the rocky moonscape... 


COMMENT 


MHTT 


I originally 
^quite liked 
the look of 
Defcon 5. Not because of the 
graphics (nice though they 
are) but because of the 
strategy and management 
elements. However, after 
my first hour. I'd managed 
to do nothing, find nothing, 
make nothing work, and still 
had absolutely no idea what 
the bloody hell was going 
on. My fault for not reading 
the instructions, I thought. 
No, they didn't help much 
either. Luckily, the nice man 
from Millennium sat with us 
and explained things slowly. 
Unfortunately, that then 
took away any excuses I had 
for the game being less than 
I'd expected. Alex has 
played this a hell of a lot 
more than me, but even in 
my limited '2nd opinion' 
role, I can say that you won't 
be popping this one for a 
quick laugh. You very quick¬ 
ly see all that's to see, and 
there's lots of walking, lots 
of head scratching, and 
loads of those bloody 
robots! One for the hikers. 



HLEX 


When I first 
started 
playing 
Defcon 5 1 was in a state of 
bewilderment, unsure of 
where I was and why I was 
there. With a little concen¬ 
tration and patience you can 
actually start progressing 
through the game though, 
albeit fairly slowly. You see, 
rather than the game point¬ 
ing you in roughly the right 
direction you're completely 
free to do what you want. 
This is fine later in the game 
but when you've only just 
entered the complex it's 
downright confusing. The 
hints from the VOS comput¬ 
ers help matters but there's 
still the element of not 
knowing exactly what's 
going on, roaming around in 
the vague hope of finding 
something interesting. The 
enemy robots are incredibly 
annoying too as they attack 
relentlessly, and rather than 
presenting a challenge they 
just get in the way of the 
adventure element of the 
game. To get the most from 
Defcon 5 you really do need 
to persevere through the ini¬ 
tial boredom barrier, but 
even then there is not that 
much to hold the player's 
interest — just the same old 
corridors, elevators and 
bloody annoying robots. 


Even though Defcon 5 isn't primarily an action game, bloody con¬ 
flicts are, unfortunately, inevitable. Armed only with a pathetic laser 
blaster, the enemy droids appear in droves, relentlessly attacking 
anything stupid enough (namely you) to hang around. While 
destroying the damn things is a relatively simple process, because 
there are so many to engage the whole process rapidly becomes 
tedious and often gets in the way of the more strategic element of 
the game. A prime example of this is when you're searching each 
level of the complex for software pads and access codes, having 
already primed the computer and laser turrets. Armies of robots 
steadily appear no matter what floor you're exploring, gradually 
sapping away at your energy which, incidentally, can only be 
restored if you're lucky enough to stumble across a medi-kit. 
Ammunition can only be found in the same way, so unless you can 
dodge the incoming laser blasts (an almost impossible task due to 
unresponsive controls) death is almost certain. 
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PLRYERS 



he kind of 
I wrestling we 
" normally expect 
to see from the 
Japanese involves 
blokes with arses the size of 
Bournemouth wearing thongs 
the circumference of the M25. 
But what we're talking about 
here aren't sumo wrestlers. In 
fact, these chaps are on the dis¬ 
tinctly slender side in compari¬ 
son and they're practising the 
art western style. 

That's right, it's time for those 
brightly coloured lycra shorts 
and all that pantomime acting as 
we enter the ring with twelve of 
Japan's finest showmen (and two 
hidden characters). These aren't 
just made up competitors either, 
as the instruction manual makes 
clear by featuring nice photo's of 
each of them looking suitably 
hard minded. 

Toukon Wrestling differs from 
the likes of WWFin so much as it 
goes for a more virtual edge, 
sporting large 3D sprites and a 
revolving viewing angles. As for 
the moves, you can expect to see 
half-nelsons, head locks, pin 
downs, the works, although 
nothing quite as fantastical as 
you'll find in WWF. Naturally 
each wrestler is unique in his 
abilities and vulnerabilities, and 
players can take part in the usual 
tournament and one-off bouts. 
And that's all there is to it. 
Prepare to beg for mercy! 
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ROPE TRICKS 


As is the custom with wrestling, there is plenty of running back and 
forth, bouncing off the ropes. This is down either to your opponent or 
yourself in order to gain a bit of momentum before a flying kick or 
wild punch that slams them to the canvas. Likewise, players are also 
able to slam opponents into the corners where they slump down 
winded. Get in fast enough and you can prop them up on the ropes 
and thump them out of the ring! 


LOCKED IN 


The kind of lock a wrestler pulls off depends at 
which end of the slumped body of his opponent 
he is positioned at. Stands to reason really. If a 
player is at his opponents head then he executes a 
move that is either a head or arm lock. If he is at 


the feet then he goes to work on one of the calf or 
thigh muscles. Exactly how a wrestler goes about 
getting an opponent in a lock depends on their 
style - some are far more elaborate than others - 
but each of them causes pretty similar damage. 






























































COMMENT 



There are some really stylish moves in Toukon. For example, each 
fighter has his own kind of jump when he gets up on the side of the 
ring. For example, Keiji Mutoh, the guy in the red pants, does a gym¬ 
nastic back flip on to his opponents. Or how about throwing your 
opponent out of the ring and then pouncing on them? Fighters will 
even start bashing each others heads against the railings next to the 
crowd. What example is that to the children of today I ask you?! 



KEIJI MUTOH 


MASAHIRO CHONO 


KENSUKE SASAKI 


Each wrestler 



COMMENT 


’ * i j jm i Past attempts at recreating the noble sport of wrestling in video games have resulted 
^~I 111 ~wj in dull beat 'em ups with but a few moves and boring, over-long bouts - just like the 
real thing, in fact. Acclaim's WWF Wrestlemania (reviewed last issue) went some way to 


change this by going OTT in its outrageous moves, but Toukon Retsuden Wrestling tops even this by 
adding dozens of moves, but remaining fairly faithful to the real thing. Initially, the newcomer player 
will enjoy the grapples and throws available to each character, but prolonged play reveals even more 
special moves - moves which are often dependent on being at a set position in relation to the oppo¬ 
nent, and split-second timing. Just like the real thing, in fact. It is this that makes Toukon so good. It's 
a game picked up with ease (but mastery takes ages) and an import title worth a look. 




ROB)] 


Wrestling 
has always 
been a pet 
hate of mine and unques¬ 
tionably remains so, but 
with the recent WWF game 
and now Toukon Wrestling 
I've started warming to the 
sport on the PlayStation at 
least. Toukon is very differ¬ 
ent from WWF. It's more 
'serious' minded although in 
two-player it's hilarious 
when you get your oppo¬ 
nent in a particularly painful 
lock and start piling on the 
verbal abuse. There are 
loads of moves in Toukon , 
many of which I've still yet 
to discover. Consider that 
each of the twelve competi¬ 
tors sports a whole different 
range of combos and you're 
talking about a pretty in- 
depth game. That's not to 
say it's difficult to play 
because it isn't. Toukon suc¬ 
ceeds in catering for begin¬ 
ners and experts alike, mak¬ 
ing it deceptively easy to 
get into, but hard to get 
genuinely all that good at. 
The animation is rather 
smart as well, conveying 
brilliantly some of those arm 
brakes, throws and head 
locks. While falling short of 
a classic, Toukon offers plen¬ 
ty of fun and some genuine¬ 
ly in-depth gameplay. 
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GAME DIFFICULTY: MEDIUM 
CONTINUES: 3 
SKILL LEVELS: 3 



MlHft 



BM 


He who controls 
{the spice controls 
I the universe!" — 
r so said Egon 
Ronay, culinary 
genius and chef extra¬ 
ordinaire. He was almost right, 
but it's not spice, it's red mer¬ 
cury. While this rare substance 
isn't something that goes well 
with fillet mignon, it is proving 
very useful for the evil Kreel in 
establishing domination over 
petty Earthlings. Used as some 
kind of super fuel for Kreel's 
fleet, gaining control over red 
mercury is the key to defeating 
this tyrannical warlord. 

Another key is an attack team 
flying the Peregrine assault air¬ 
craft, also known as the 
Warhawk. It's down to the 
plucky pilot and his weaponry 
officer to take to the skies in six 
chaotic war zones in order to ful¬ 
fil their weighty mission and get 
their hands on some of the red 
stuff. The odds stacked against 
them are so high that God is ski¬ 
ing on the top of them. The only 
hope they have is an ample sup 
ply of weapons, a 
pick-up here and 
there, the viru¬ 
lent support of 
their commanding officer and 
whatever aerial talent they 
can muster up. 

So prepare to 
embark on a 3D shoot 
'em up fest that sees 
pyramids surging up from 
the earth, volcanoes vio¬ 
lently erupting, swarms of 
enemy fighters and more explo¬ 
sions than you could wave a wet 
blanket over. 

Jump in that Hawk because 
this time it's war! Yeehaaa! 


COCKPIT WITH R VIEW 


There are a total of four viewing perspectives from which to play 
Warhawk. There is the in-cockpit view which puts you right in the 
action and three outside perspectives. The first of these makes it 
easier to feel how the ship moves, the seconds makes it easier to 
dodge incoming fire but as for the third, it's so far away I can't real¬ 
ly see what the point of it is. Novel idea nonetheless. 



The Peregrine comes packed to the teeth with state-of-the-art 
weapons. Although only a limited amount of ammo is available, 
there are pick ups dotted about to replenish your supplies. The 
arsenal is as follows... 


MACHINE GUN: As you could 
probably guess, a machine gun 
isn't a particularly awesome 
weapon. Use it only when you're 
out of all other ammo or for dog¬ 
fights with other aircraft 


ROCKETS: The comes with a 
plentiful supply of rockets. 
Powerful as they are the major 
drawback with them is that they 
involve aiming yourself which 
isn't always easy. 


LOCK ON'S: They do as they say 
really. The Warhawk doesn't 
come with a particularly large 
supply of them. Lock on's a sin¬ 
gle missiles that lock on the 
nearest enemy. 



With an enemy 


IN THEIR SIGHTS THE 
BRAVE CREW OF THE WARHAWK 
RELEASE A ROCKET. 


CONTROL 

FRERK 


While controlling the 
Warhawk isn't especially com¬ 
plicated it still takes a bit of 
getting used to. The realistic 
inertia makes it feel like you're 
flying a Harrier jump jet, 
enabling you to stop in mid-air 
and hover. The ship can also 
roll left and right, something 
that comes in handy when 
you're trying to dodge bullets 
from enemy aircraft or missiles 
from ground-to-air cannons. 
But what you can't do is a loop 
the loop - not that you'd nec¬ 
essarily want to - because 
when you reach a certain alti¬ 
tude, freak atmospheric condi¬ 
tions throw up lightning that 
damages the aircraft. 




SWARMERS: My favourite 
weapon of all, swarmers are a bit 
like lock on's, homing in on the 
nearest enemy but rather than a 
single missile these are multiple 
and they look gorgeous. 
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COMMENT 



COMMENT 



ve been looking forward to 
Warhawk since I first saw it 
some while ago. Although it 
doesn't quite live up to the picture I've been 
painting inside my head, it still remains more 
instantly playable than, say, Agile Warrior. The 
craft 'feels' pretty groovy to fly, and the 
weapons have some excellent graphical 
effects. The controls can be a bit of a handful 
to start with — but are not impossible to mas¬ 
ter — and there are some nicely designed levels 


WRR TRLK 


! 

Warhawk features some lengthy video sequences. 
In these, the cute but cold Commander Jassic reels 
off the orders, while the two flying aces throw in 
the occasional high adrenaline quip and generally 
look American. After each mission they return bat¬ 
tle worn to be told that they've got to get straight 
back out there. Bummer eh? There are also cut in 
sequences in the game when the boss arrives or a 
when the primary objective of the mission is com¬ 
pleted. They look pretty darn smart too. 



that allow you to show off your craft's 
manoeuvrability. The missions are crafted like 
so many before, with the destruction of a num¬ 
ber of lesser targets calling forth a somewhat 
larger enemy from hiding. The level types are 
varied too, so while Level One leaves you free 
to fly around an open landscape. Level Two 
forces you down narrow canyons full of gun 
emplacements and enemy crafts. As Rob says, 
WarhawWs not a classic, but it's still good fun. 




PLASMA CANNON: There is lots 
of ammo for this. Players can 
either fire one pulse after anoth¬ 
er or charge it up by keeping a 
finger on the button. This releas¬ 
es a more powerful shot. 



BOB JJ 


When I first 
started 
playing 
Warhawk , I thought I was 
looking at was something 
close to a flight sim. Initially 
the controls seem a bit on 
the complicated side but 
this is something you get 
the knack of with time. 

After this it begins to 
become apparent that 
Warhawk is actually a pretty 
standard 3D shoot 'em up. 
Well, I say standard, but the 
graphics are far from it, 
sporting some beautifully 
rendered sprites, hugely 
detailed backdrops and fine 
animation. The weapons 
look particularly impressive, 
with the swarmers stream¬ 
ing into the distance locked 
on to their target, or a shot 
from the plasma rifle por¬ 
tending destruction. Ulti¬ 
mately though I didn't feel 
that Warhawk had the magic 
factor capable of making it a 
classic. Maybe it was my 
phobia of games that look 
remotely like involved sims, 
or maybe it was that, for all 
its high paced action, 
Warhawk didn't really thrill 
me as much as I expected. 

Or maybe I'm just a grumpy 
bastard. In any case, 
although Warhawk still gets 
a thumbs up, there's just no 
huge grin to go with it. 
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uzzle games, by 
, their very nature, 
i do not require a 
f scenario. Why do 
' the Tetris blocks 
fall into the play 
area for assembling by 
the player? Because its fun. I 
mean, you don't do a crossword 
in the paper because the fate of 
the mighty Threngan Empire 
rests on it, so why bother adding 
a cautious tale of empire build¬ 
ing to a game where your organi¬ 
sational skills are required. 

Step forward, the accused: 
the Japanese. 

Exhibit One: what started off 
as Sega's rival to Tetris , Columns , 
not only underwent numerous 
sequels which added nothing 
new to the series, but as it 
reached its third and fourth 
incarnations, its scenario started 
babbling about how Columns 
influenced the Egyptians. 

Exhibit Two: Sega of Japan 
were also guilty of taking an 
rather neat puzzler (again very 
akin to Columns ) called Puyo 
Puyo and, for its UK release, 
bunged Sonic's nemesis. Doctor 
Robotnik into a newly-added 
scenario. Why? Are we so shal¬ 
low we won't buy good games 
unless Sonic or some other 
cutesy character is on the title 
screen? 

Obviously because, in Exhibit 
Three, Marubeni have imported 
SunSoft's Hebereke Popoitto into 
the UK, and we find ourselves 
assuming the persona of a char¬ 
acter straight out of a 'I Can 
Read' book, as we take on an 
assortment of equally scarcely- 
drawn fish, bear and rabbit 
opponents. Sheesh. 



Detonations cause chain 


I REAC¬ 
TIONS AS THE BLOBS DROP DOWN. 

The resultant sequence is then 

GIVEN A BONUS VALUE , WHICH IS 
ADDED TO THE PLAYER'S SCORE. 




Popoitto offers a two-player mode where the par¬ 
ticipants are duly invited to choose a character 
each, and defeat their opponent with crafty 
screen-filling techniques. Whenever a line of 
coloured blobs are removed, the resultant explo¬ 
sion causes a chain-reaction which causes any 
above to drop down or shift into the freshly-creat¬ 
ed gap. If, as a result of this, another four like- 
coloured blobs are removed, a number of random¬ 
ly-coloured blobs drop into the second player's 
screen, making their life even harder. Similarly, 
larger chain-reactions cause 
more blobs to drop onto 
your foe, while they 
can turn the tables 
and do the same to 
you. The match is 
ended when one of 
the two players' 
screen is filled tq 
the brim, and no 
more can enter. 


TWO-ON-ONE RCTION 


RIDDLE ME THIS 


Hebereke Popoitto is basically a game of colour 
co-ordination. In time-honoured fashion, the 
player is left to arrange a series of linked, dual¬ 
coloured blobs which drop from the top of the 
screen into the rectangular play area below. 
These blobs come in an assortment of primary 
colours and, when arranged into lines of four or 
more, disappear from the play area. To this end, 
the minimalist controls allow the player to spin 
the blocks around so that, in theory, producing 
the necessary lines is made easier. However - 
and you knew there would be one - the speed 
of the blocks increases as the game progresses, 
and an extra hazard comes in the form of small 
coloured creatures which scurry across the drop¬ 
ping area. Coincidentally, these creatures are of 
the same colours as the blobs and lining three 
blobs on top of one such creature removes them 
from the play area. When all the creatures are 
disposed of this way, the next, harder level is 
displayed. And as the game progresses, the lit¬ 
tle beasts start moving around, making things 
even harder. Gasp. 



Player one frustrates 


I his opponent by sending a 

WAVE OF BLOBS INTO THE RIGHT-HAND PLAY AREA. 























































COMMENT 



Cast as a small, white chickeny-thing, Hebereke 
Popoitto 's thin plot involved traversing a gaudily- 
coloured map, taking on any of the oddball charac¬ 
ters you encounter. An opponent is beaten whenev 
er all the small creatures are cleared from a level, 
and a small animation shows your chick-thing punt¬ 
ing them off the screen before moving on to the 
next one. 


COMMENT « 


t Let's 9et 

ViiiJLULJlF/one thing 
“"“"""■^straight; we 
are never going to mark a 
game down just because it 
looks like poo. Worms was¬ 
n't exactly a visual feast, 
and yet it still remains one 
of the best games we've 
seen. And then we come to 
Hebereke... and suddenly 
everything goes horribly 
wrong. That said, it can be 
fun, and in the two-player 
game there is the joy of 
dropping tons of crap on 
your opponent's head - but 
this still isn't enough to take 
Hebereke above the level of 
a cheap GameBoy Tetris 
clone. Though games in the 
puzzle genre can be good 



Making Hebereke Popoitto 


LOOK EXCITING WAS NEVER GOING TO BE EASY. 




STEVE 


Let's face it, 
no matter 
how good a 
puzzle game is, if you have 
forty quid to spend on a 
PlayStation title, Hebereke 
Popoitto is never going to be 
your first choice. Let's look 
at the facts. The PlayStation 
is a 32-bit, £300 console 
capable of the likes of 
Tekken , Destruction Derby 
and WipeOut. Secondly, 
these titles all cost around 
the forty quid mark and 
offer rather good value for 
money in terms of playabili¬ 
ty and lasting appeal. And, 
third and finally, Hebereke 
Popoitto is a game so sim¬ 
plistic, you wouldn't lash 
out thirty quid for a Super 
NES version let alone forty 
for a PlayStation one. Quite 
simply, while Hebereke 
Popoitto is a playable little 
platformer, it has no special 
qualities to raise it into the 
ranks of classic puzzlers like 
Tetris. It doesn't have the 
playability of Tetris , the 
innovation of adding the 
creatures to each level isn't 
enough, and its lasting 
appeal dubious due to the 
repetitive nature of the 
gameplay. The two-player 
mode adds a little, but the 
CD would have to be made 
of platinum for me to lash 
out forty quid for it. 
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LETS JUST SEE THRT RCRIN 


G&xr-jfT&WtJl* 


nd thus the 

r- PlayStation foot- 

S ball wars began. 
wU r UK Warner Inter- 

active's Striker '96 
^^^^was the first casualty, 
offering little variety and requir¬ 
ing even less skill. Then the 
import version of Namco's Prime 
Coal Ex appeared, suffering from 
the same short-comings and 
throwing a bollocks tackle system 
in for good measure. Now, 
Konami are hoping for third time 
lucky, as the PAL edition of 
Winning Eleven hits our shores 
with several changes from the 
flawed Japanese original. 

With polygon players from all 
over the world competing in the 
offered tournaments and friend¬ 
lies, Coal Storm (as it has been 
renamed in the UK) uses the joy- 
pad's eight buttons to offer a 
wealth of volleys, long and short 
passes, kick, headers and acro¬ 
batic bicycle kicks. An on-field 
referee is on head to adminis¬ 
ter justice and cards for mis¬ 
demeanours and fouls, while 
moments of glory are recre¬ 
ated from every view 
imaginable courtesy of 
the game's VCR-style 
replay system. 


It's there! A well-placed penalty kick 

SAILS INTO THE TOP-RIGHT CORNER ... 


ORME 5PEC 


CAME DIFFICULTY:EASY 
CONTINUES:N/A 
SKILL LEVELS:! 


RELER5E 


OUT NOW 


KONAMI 


M I; V l ! ;?■ 


The main differences between Coal Storm and its Japanese cousin. 
Winning Eleven, is that a) the goalies don't fall for the same shooting tac¬ 
tics any more (the old 'diagonal run' trick), and b) the action replays now 
allow the user to mess about with their replays a la Match of the Day. As 


the replay is displayed, a small replica of the joypad is shown to the 
bottom-right of the screen, with the buttons allowing the user to 
rewind, pause and forward their efforts, or change the viewpoint 
for optimum impact. 

























COMMENT 


KICKING BRCK 

The four basic pad buttons are 
used for the bare bones of 
gameplay - ie passing and 
shooting — with the four L and R 
buttons reserved for more con¬ 
fident players. Depending on 
the height of the ball and its 
proximity to the chosen player, the LI and R1 are used to pull off 
headers and bicycle kicks which would make Ryan Giggs green(er). 
Similarly, L2 and R2 are used to add aftertouch to shots, free kicks 
and corners making them considerably harder for the surprisingly 
intelligent computer-controlled goalies to save. 




For me. Coal 
Storm both 
wins and 
loses. It's certainly fun to 
play as a two-player game, 
but while it has the instant 
'pick up and playability' we 
like to see, it's not complex 
enough to be the Play¬ 
Station footy game we're all 
waiting for. Play against an 
experience Coal Storme r and 
it simply becomes a matter 
of 'who can get to that all¬ 
scoring position first'. I rate 
Coal Storm for excellent 
graphics and good camera 
views, but then have to dis¬ 
miss it for having too many 
'diagonal hot spots'. Not a 
stunner, but don't com¬ 
pletely ignore it. Some, I'm 
sure, will still enjoy it. 


SCOTLANO 


im\s 



After the 
incredibly 
good Inter¬ 
national Superstar Soccer for 
the Super NES, Konami's 
Coal Storm had a lot to live 
up to, but is set to rot along¬ 
side Striker '96 in the ever¬ 
growing pile of disappoint¬ 
ing PlayStation soccer 
games. Every pitfall Striker 
fell into. Coal Storm tumbles 
into: the 'nice graphics, min¬ 
imal playability' category, 
the lack of skill and similar 
lack of instinctive play - 
whereby success is achieved 
by punting the ball upfield 
and hoping someone's there 
to meet it. Similarly, while 
there are definite improve¬ 
ments over the Japanese 
version, it's still incredibly 
easy to score. As a straight 
arcade game. Coal Storm is 
adequate — even more so in 
two-player mode. It's unde¬ 
manding and easy to pick 
up. Yet none of the intrica¬ 
cies of play needed to sus¬ 
tain lasting appeal are there, 
and interest wanes as the 
few controls and tricks are 
mastered. Sadly, though, it 
looks as if FIFA and Power 
Sports are the PlayStation's 
great footy hopes, as the 
Konami and Warner 
Interactive efforts leave it 
straggling 2-0 down... 
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Playstation and Saturn Game Rental 
Only £1.00 per day! 

* LARGE SELECTION OF NEW RELEASES AND BACK CATALOGUE * 
* UK AND IMPORT ALWAYS AVAILABLE * 

ft Part Exchange specialists. 
ii Large numbers of new and 
second hand games in stock, 
rt Saturn Converters only £24.99 

Ring our Tel/Fax Games Hotline 
(7 days) for details. 

Visions, 728 King Lane 
Leeds LS17 7BA 



OAKLAND SPS 

24 HR DELIVERY PRICES INCLUDE 1ST CLASS DELIVERY + INSURANCE 
ilO WORTH OF FREE VOUCHERS WITH EVERY ORDER 


FREE ENTRY TO MONTHLY PRIZE DRAW WITH EVERY ORDER - PRIZE ANY TITLE OF YOUR CHOICE 


SECOND - HAND TITLES BOUGHT AND SOLD - PHONE FOR DETAILS. 


RAYMAN - £40 
DOOM - £40 

SIDEWINDER JOYSTICK - £35 


THIS MONTH: 
T.E.TURBO - £40 
4 MEG MEMORY CARD - £32 
CYBERSPEED - £35 


STRIKER 96 - £40 
PROPAD - £25 
WORMS-£42 


PHONE TODAY - PLAY TOMORROW! 

PHONE / FAX 
01782 882 979 


46 MADDOCK ST. 

MIDDLEPORT. 
STOKE ON TRENT 
ST6 8PW 


OPENING HOURS 
2PM-10PM MON-FRl 
ALL DAY SATURDAY 
ALL DAY SUNDAY 


YOU'VE TRIED THE REST, NOW SHOP WITH THE BEST!!! 


j/zry'^'EJ^ oREiRri^ 


Sega Saturn £350.00 KJpip! Playstation. . . .Call 

Neo Geo CD . . . ..Call 

Jaguar /CD.CailiH IVJegaDrive / Snes.Call 

Call For Latest Software Prices 
Prices Do l\lot Include PSP 

Don't Dream it, Play it 



ROSS 

RECORDS 

1 



GOLDEN GATE EXPORT CO. INTERNATIONAL 

TEL: 0378 190009 / 0973 677704 FAX: 0151 424 0216 

HARDWARE 

PLAYSTATION SCART 220V INCL. 1 PAD (JAPANESE) . £285 

SEGA SATURN SCART 220V INCL. 1 PAD (JAPANESE) £285 

SUPER WILD CART DX 32 M PAL/NTSC . £235 

SUPER WILD CARD 2.8 CC 32 M PAL/NTSC . .£215 

SUPER PRO FIGHTER X II 32M . " cifiS 

SOFTWARE 


SONY 


RAYMAN.. 


NBA JAM.. 



V-TENNIS. 

.£55 

SATURN 


.£52 

HERMIE HOPPER HEAD... 

.£57 

VIRTUA FIGHTER II . 

.£55 

.£55 

EXECTOR. 


SEGA RALLY. 

£55 

.£55 

METAL JACKET. 

.£55 

VIRTUA RACING. 

. £52 

.£55 

GROUND STROKE. 

.£55 

SLAM DUNK. 

£30 

.£60 

PRIME GOAL EX. 

.£55 

X-MEN 

£50 

.£50 

WINNING ELEVEN. 

.£56 

GOLDEN AXE. 

£44 

.£35 

DRAGON BALLZ. 

.£50 

WING ARMS. 

.£44 


CALL FOR OTHER GAMES, MODELS. ANIME AND ACCESSORIES 

MAKE CHEQUES AND POSTAL ORDERS PAYABLE TO: “G.G.E.C.I” 
GOLDEN GATE EXPORT CO. INTERNATIONAL, 55 DICKSON STREET, WIDNES 
CHESHIRE, WA8 6NX, ENGLAND. 

_ ALL PRICES INCLUDE V.A.T AND POSTAGE 


consoles 

1 UNIT 5, CRAYFORD WORKS, CRAYFORD RD, CRAYFORD, KENT DAI 4LA (entrance opp. Comet) 

PLAYSTATION • SATURN • NINTENDO • 3DO • NEO GEO CD 


SPECIALS 

PHIL0S0MA £54.99 
D.BALL Z 
WINNING 11 
SHIN0BI X 
P.DRAGOON 
C.KNIGHT II £39.99 
BASEBALL £39.99 
B.MONSTERS £39.99 


£39.99 

£54.99 

£39.99 

£39.99 


PLAYSTATIO N GAMES FROM £39.99 - CALL FOR LATEST PRICES 

DOOM -TWISTED METAL -W.C.III - KRAZY IVAN -WORMS - RAVE RACER 

A rl S A U r- LT RIGS ' L0NE S0LD IER • PRIMAL RAGE - WARHAWK 
EXTREME - TEKKEN 2 - ALIEN TRILOGY ■ DARK STALKERS 
SATQRN GAMES ALL AT £49.99 - CALL FOR LATEST PRICES 
F cn«^ L ™ 0NE ' HANG 0N GP 95 • CASPER •MAGIC CARPET - CYBERIA • 
SP°T GOES TO HOLLYWOOD - SEGA RALLY - VIRTUA FIGHTER 2 - X- 
MEN • VIRTUA RACING ■ CREATURE SHOCK • VIRTUA COP w/GUN £80-85 
PADS £24.99 • M CARDS £24.99 • CONVERTORS £24.99-£39.99 
RGB SCART £19.99 • EXT CABLES £9.99 
^.SNES GAMES CALL ’ 300 GAMES CALL £24.99 - £34.99 
CONVERTOR FOR PSX/SATURN - PLAY ALL SOFTWARE ON MACHINE 


P SATURN A GAMES 2 PADS POWER ALL COMPLETE £300 

3DO 3 PADS ALL LEADS . SCART POWER 14 GAMES £350 

ULTRA 64 FOR CHRISTMAS - PRE-ORDERS TAKEN - RING FOR DETAILS 



SONY PLAYSTATION 

CONSOLES AND GAMES 


$ 
# 
4 
4 
4 
4 

V-MLL INUVY WIN 

^0113 244 9994 * 

4 ALSO AVAILABLE: SUPER NINTENDO AND NEO GEO CD , 
STOP PRESS: SCART LEADS FOR SONY PSX IN STOCK!!! W 

4 
4 
4 


SEGA SATURN 

CONSOLES AND GAMES 

NINTENDO ULTRA 64 

CONSOLES AND GAMES 

CALL NOW ON 


ALSO AVAILABLE: SUPER NINTENDO AND NEO GEO CD 
STOP PRESS: SCART LEADS FOR SONY PSX IN STOCK!!! 

TO BUY BY MAIL ORDER: WRITE, PHONE OR FAX. 

FAX: 0113 244 8882 
MODE SEVEN LTD 
RUTLAND HOUSE 
42 CALL LANE 
LEEDS LSI 6DT 

OPENING HOURS: Monday-Friday 9.00am - 6.30pm Saturday & Sunday 9.30am - 2.00pm n 






















































































The ' Boss' 


I CREATURES RANGE 
FROM THIS ROBOTIC CRAB 
THROUGH TO A STRANGE DOLL 
WHICH BOGCLY EYES, EACH FEA¬ 
TURES A WEAK POINT WHICH 
FLASHES WHEN SHOWN. 


f VV1N BEE 


C „- ' - a Back in those foggy days 

Konami J 0 f T 6-bit innovation, 
Parodious was quite a hit and it soon spawned a 
host of games featuring the amiable Twin Bee char¬ 
acters. But this Twin Bee Deluxe Pack is certainly no 
vintage; growing stale rather than sweet with age. 
There is a choice of two shoot' em up styles to play 
here, either the left to right or vertical scrolling 
affairs. Whichever you chodse you'll find the action 
is uninspiring and tediously repetitive. 

There was a time when the fluffy pastel-coloured 
backdrops had a certain charm but now they just 
look bland. What's worse is that trying to differen¬ 
tiate between what harms you and what's useful to 
you is about as easy as deciding what's foreground 
and what's background. This leads to some very 
frustrating deaths attributed to things you thought 
were simply a bit of decoration. 

What really drives the final nail into the coffin is 
the fact that Twin Bee is so easy. You'll have it fin¬ 
ished in a couple of hours and be left twiddling 
your thumbs. It's not as if the two-player option 
makes any significant difference either, other than 
getting someone else involved in the plod-along 
action. Parodious fans might get a twitch of nostal¬ 
gia at the sight of this but be warned, it's not a 
return to the good old days. (RB) 


91 


^IMPORT ROUND-UP 


































IMPORT ROUND-UP 



92 



3EA3B7 SELECT 


You may be wondering why it's called V Tennis. \ 

Well, halfway through a match the players rip off 
their skins, revealing their alien lizard flesh, and 
then proceed to eat the umpire! ...either that or it 
stands for 'virtual'. Probably the later actually 
because V Tennis offers about as much in the way of 
surprises as the English hopefuls at Wimbledon. 

Apart from the 3D element, this is indeed run-of-the- 
mill stuff. Admittedly, with a tennis sim there's not exact- tr ■% 
ly loads of crazy things you can do, but the focus then is to V 
make the gameplay as exciting as possible. It's precisely 
here that V Tennis serves up a double fault. In the first place 1 
it doesn't move particularly quickly, the characters strolling 
about the court with an air of sluggish nonchalance, and in the 
second place the shots available (lob, smash, backspin, 
forespin) have little effect on the action. Once you've worked 
out a routine where you draw your opponent to one side of the 
court and then hit the ball down the other, winning becomes a 
largely mechanical process. 

The opportunity to improve on a player's serving, forehand, 
backhand and agility seems like a nice touch but this falls out of 
court as well, having little genuine affect on the quality of a 
player. Things aren't quite so dour in two-player mode although 
that's more to do with having another person with which to 
share your complaints and frustrations rather than any signifi¬ 
cant change in the gameplay. All in all, 
this is a far too earnest attempt 
at a visually realistic tennis 
sim and while it might be 

'virtually'real to look at, ___ 

it's a long way from I | I I 

that to play. (RB) J|| B 


DETERMINE THE SERVER'S STRENGTH AND HEIGHT. 


V TENNIS 


TWO BUTTON PRESSES 


One of the many views on offer. 

























Excetor 


GRAPHICALLY VERY 
REMINISCENT OF 

Gremlin's Loaded 


Our hero 


IN ALL HIS CHROME GLORY. 


EXECTOf) 


( BY; HRC ) 


As a robotic warrior, the player in 
Exector moves through each level 
blasting contentedly at anything that moves, collecting 
power-ups to increase firepower and then blasting away more 
contentedly than ever. It's all done in a very similar fashion to 
Loaded , although it plainly lacks both Loaded's style and visual 
excellence. The levels (of which there are five in total) come com¬ 
plete with maps that tell you where the lifts are and warn of enemies 
approaching and there are needless to say a variety of pick-ups that 
improve energy and increase the selection and power of your weapons. 
One impressive touch in Exector is the ability to adjust the angle of your 
view to precisely the kind you want, be it just above and behind your 
cyborg to provide an overhead perspective. However, the fact that I m cel¬ 
ebrating this particular element in the game is a mark of how little else 
there is to praise. There are some smart weapons to get your hands on but 
there just isn't enough variety and they don't appear as frequently as they 
could. Likewise some of the explosions are impressive but the visuals general¬ 
ly are substandard, the graphics looking suspiciously blocky and the animation 
a bit jittery. As for the gameplay, I have the same complaint as I have with 
Loaded ; the problem being that the action gets too repetitive and after a while 
I simply got very bored. If this kind of game appeals to you, you'd be foolish to 

choose Exector over Loaded . (RB) 


The distant view 


OF THE ACTION. 


OFFERS A MUCH BETTER PERSPECTIVE 
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BY: Solan ) 


Locking on 


TO THE ENEMY WARRIORS . 


First person per¬ 
spective seems to be 
all the rage these days, 
what with the likes of 
Doom , Jumping Flash and 
Krazy Ivan to name but three. 

Another to join these ranks is 
Metal Jacket. Described as a 'real- 
time battle simulator 1 . Metal Jacket 
sees the player sitting inside a 
cyborg warrior and doing battle in 
vast arenas with seven other blood 
thirsty competitors. 

The fundamental idea is a simple one, 
the player simply floating about with gun 
in hand, ducking behind buildings, col¬ 
lecting power-ups and trying to outwit and 
outshoot their combat opponents. Where 
Metal Jacket becomes involved however is in 
the amount of customising you can do to 
improve your cyborg and weapons. This is 
done between bouts and depends entirely on 
how well you do in competition. Neverthe¬ 
less, I still found it a bit con¬ 
fusing. Ok, so it's all in 
Japanese, but I can't say I 
noticed a great deal of 
improvement after I'd added 
some special extras. There are 
some nice weapons to use - 
bombs heat-seekers, that 
kind of thing - but the flow 
of the action is spoiled by 
the awkward and lumbering 
control method. Admit¬ 
tedly, this is something 
that bothers you less as 
you get more used to the 
game, but it remains irri¬ 
tating even then. 

Maybe with a bit 

more time and patience I might have 
learnt to put up with the more annoy¬ 
ing aspects of Metal Jacket, but 
what cannot redeem itself is the 
fact that the overall action appeal 
is limited and gets boring. Real¬ 
time or not, I found that I was 
not interested in giving up 
more than a few hours for 
this game. (RB) 


COMBAT SETTING 


□r* 

f - WE 


[EXIT] 
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JIVE CONSOLES o 



ime day / Next day 


jffHE’TF'ASTE'S TjWiTH 
CLSistew GAMES 
American £39-£4 v 9 
JAPANESE £19-£59 
W\ £36-£42 



PLAYSTATION GAMES 
J LEAGUE PRIME GOAL (JAP) 
HIGH PERF. SOCCER (JAP.US) 
RAYMAN (JAP.US) 
MORTAL KOMBAT 3 (JAP.US) 
LEMMINGS 3D (JAP,US,UK) 
JUMPING FLASH (JAP,US,UK) 
THEME PARK (UK.US) 
DOOM (UK.US) 

BASES LOADED (UK.US) 
WWF WRESTLE ARCADE (US) 
METAL JACKET (JAP.US) 
TWISTED METAL (UK.US) 


PLAYSTATION GAMES 
DESTRUCTION DERBY (UK.US) 
ALIEN TRILOGY (US) 
WARHAWK (US) 
VIEWPOINT (US) 
DESCENT (US) 

DARK STALKER (JAP) 
KING OF BOWLING (JAP) 
DISCWORLD (US) 
WIPEOUT (UK.US) 
WING COMMANDER 3 (US) 
BIG HURT BASEBALL (US) 


ALL UK PLAYSTATION GAMES NOW IN STOCK - BEST 


LIMITED SPECIAL OFFERS 
ACE COMBAT (JAP) £44.99 
GUNDAM (JAP) £44.99 
PHILISOMA (JAP) £44.99 
NIGHTSTRIKER (JAP) £44.99 
SATURN IMPORTS 
VIRTUA FIGHTER Z (JAP) 
SEGA RALLY (JAP) 

VIRTUA COP (JAP) 

FI RACING (JAP) 

VIRTUA RACING (US) 

HANG ON 95 (JAP) 

MOTAL KOMBAT 3 (JAP) 

deals on part exchange 


ORDER EARLY FOR CHRISTMAS DELIVERY 
VIRUAL BOY IN STOCK 

COMING SOON (around Dec 3rd) - ULTRA 64 - RING FOR DETAILS! 


WANTED 

YOUR GAMES ARE WORTS E’S 
GET NEW TITLES 

call now ran latest 

EXCHANGE DEALS 


7 FENNEL STREET 
LOUGHBOROUGH 
LEICS LEI 1 1UP 


PART 

X-CHANGE 

WELCOME 


1 


WI 1 BIT GAMES 

TELEPHONE/FAX 




e 01892511542 

FAST EFFICIENT SERVICE FOR 

PLAYSTATION • SATURN • 300 
SEGA JAGUAR * CDAOJVt SNES 

TRAOt-IN AVAILABLE 
WIZBIT GAMES 82 GROSVENOR ROAD 
TUNBRIDGE WELLS KENT TNI 2AS 




To take advantage of these unique offers just add £1.50 
post & packing and send your cheque/postal order to: 

NEXT GENERATION GAMES LTD 

SINTACEL HOUSE, 43/45 HIGH ROAD, BUSHEY HEATH, HERTS. WD2 1EE 

PLEASE ALLOW UP TO 14 DAYS FOR DELIVERY 
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Worms remains, without a 
doubt, our favourite game 
here on PlayStation Plus . Pretty 
much every lunch time you'll 
find us at! huddled around a 
desk like a bunch of saddies, , 
shooting, punching, and 
bombing the crap out of each 
other. And the reason for its 
success is that, at the end of 
the day, it's anyone's 
game. Even the least 
skilled player in the * 

world can pull of a flukey 
bazooka shot which upends 
the opposing team on to a 
selection of mines. Here, in 
this brief players' guide, we 
share with you some of our 
findings. All of the following 
suggestions are based upon 
the game being in default 
mode as far as weapons go 
but feel free to tweak things 
to meet you needs. 








WlIliM, JIX 


II 

BEGINNING... 

Fairly obviously, being placed 
randomly around the landscape 
at the start of each round, it's 
very much a case of crossing 
your fingers and hoping you 
don't end up with your entire 
team balancing on the edge of 
a precarious ledge. There are, 
however, a few things to bear 
in mind at the start of each 
new round. 

Early Kills 

Even if you start the round 
with some poor unfortunate 
standing right next to you just 
begging for a bazooka up the 
nads, take the time to look 
around. In particular, look for 
worms that are on the very 
edges of the screen. It's well 
worth sacrificing one of your 
precious homing missiles at 
this point, because a well- 
placed shot (deliberately to the 
side, thus controlling the blast 
wave direction) will blow them 
out of the game before they 
get the chance to move to safe¬ 
ty. The same can be said for 
worms standing near water. 


... but Marrion is a target not 
to be missed. 


By aiming slightly to her right 
with a homing missile, the 
blast should throw her off to 
the left... 


... and off the screen. 

Gang Strikes 

If the chosen landscape is a 
fairly short island, you'll often 
get worms grouped very close¬ 
ly together. This is an excellent 
opportunity to get the most 
out of your one and only air 
strike. It's worth remembering 
that the spot you select with 
your cursor will be the centre 
of the strike's spread. Another 
particularly effective tech¬ 
nique is to try and disturb 
nearby mines at the same time, 
thus scoring points for the hit 
and then adding... well injury 
to injury really, by dropping a 
mine on them afterwards. 


Tea spoon has Robin Hood right 
in front him, kind of asking for a 
quick swim... 


... and laugh maniacally. 

THE Fffl.SE 
RIRSTRIKE 

Though you only get one air 
strike per round, that doesn't 
mean that you can't use clus¬ 
ter bombs in their place. Most 
people seem to treat cluster 
bombs in the same way as 
grenades; timing and aiming 
to make it explode on the 
enemy. A better tactic is to 
throw high, and time the 
bomb to explode high over 
heavily populated areas. This 
way the mini-bombs will 
spread out and fall to Earth in 
a similar way to the air strikes. 
Though you won't do as much 
damage, you can still hit multi¬ 
ple targets with one shot. 


Tea spoon's well out of the 
action, but that doesn't mat 
ter with air strikes. 


Bjorn has spotted a couple of 
likely targets off to the left. 


Off goes the cluster bomb... 


Select your target group of 
enemy worms... 


... and sit back and enjoy... 


ML 


... which, timed to perfection, 
detonates above their heads. 


Er. Boom! 

HOMER... 

O’OH! 

Never mind dogs, the homing 
missiles are a mans' best friend 
as far as this game goes, and if 
possible should be saved until 
late in the game (when you can 
surprise everyone who'd expect-l 
ed you to have used them up by " 
now!) The main skill with these is 
understanding how they react in I 
the second before they acquire 
their target. Once locked on, 
they'll travel in a straight line, sol 
it's down to you to get it into 
the best position before this 
happens. The easiest method is 
to fire them straight up at full 
strength, but you will also need 
to practice getting them around I 
various obstacles. 


uimixii Bissn.K m 


Safely off-screen, Penelope 
targets two unfortunates. 




mmi xii bins ilk 11 j 


As they cop the lot, Benny 
heads towards a mine... 


... which blows the floppy¬ 
haired Abba mastermind even 
further away... 






























and springs out of nowhere! 


But the spawny sod gets away 
with it. Still, 30 points lost! 


Penelope tunnels away right 
underneath Benny... 


©r*m 


Not the best day he's had! 

GRRRRR-DERS 

The girders are one of those 
items that you don't really 
begin to use until you've been 
playing for a while, but while 
not particularly offensive, they 
are excellent for buggering up 
opposition. 


...thus forcing Scott to blow his 
way out! 

(age'Em 

Jus't when someone thinks 
they've been very clever and 
hidden away in a cave, why not 
screw them up completely by 
blocking up their exit with a 
girder! This forces them to 
either leave the battle and tun¬ 
nel underground, or waste a turn| 
(and a teleport) by warping to a 
new location. 


tfTlllV HI 


... angle the girder... 


swing if you fall too low before 
covering the distance. Another 
thing to watch out for, though, 
is that once you touch the crate 
it disappears, leaving you to fly 
over the top if you've 
approached with too much 
speed. Just make sure that the 
last few millimetres are reeled in 
nice and slowly. 


HERD! 

Love 'em or hate 'em, mines will 
always feature heavily in Worms 
(unless you turn them off, but 
I that's cheating!) Of course, the 
skill with mines is turning things 
around so that you use the 
mines rather than just occasion¬ 
ally step on them. 


TNT Substitute 

Though not as powerful as 
dynamite, if you get into a situ¬ 
ation where you can drop explo¬ 
sives down someone's trousers 
and run away before they pop, 
mines make an excellent substi¬ 
tution for TNT. The mines don't 
arm themselves for a few sec¬ 
onds once dropped, allowing 
you to get as far away as possi¬ 
ble. And there you were think¬ 
ing mines were useless! 


Off You 6u 

A good one for worms standing 
near the edges of the play area, 
but only really worth using 
when you fear a Dragon Ball or 
Fire Punch won't knock them far 
enough. Walk up to the worm in 
question and drop a mine right 
next to the worm but not quite 
touching them. Fairly obviously 
you want to put it on the oppo¬ 
site side of the worm to the 
screen, as once the mine arms 
and triggers, the enemy worm 
will take the full force of the 
blast wave and, hopefully, fly 
off the screen. The reason for 
using a mine rather than a kick 
is that, should the worm not 
leave the screen, it will at least 
take more damage from a mine 
than a kick or Dragon Ball. 


On with the hard hat... 


He's over the weapon crate, and 
heading fora mine... 


MINE YOUR 


£% i 


I'm not sure if a punch will g 
Parker right off the edge. 


_i- j_ 

Perhaps a mine would be safer. 


jt- 


unmiH & 

... selects her Fire Punch... 




Benny and Anni-Frid are a bit 
exposed... 


Benny's feeling all smug in his 
hidey-hole. 


ROPED INTO IT 


We'd actually been playing 
Worms for about a week before 
we got to grips with the ninja 
rope, but it's well worth doing 
because it can open up the 
game enormously. It's also 
worth remembering that while 
using the rope, not only does 
time freeze, but you can fall a 
lot further than normal without 
taking damage. 


Barrier Metiiod 

If you get to that point where 
you have nothing left but stan¬ 
dard grenades, girders can be 
erected in front or above you 
to make it harder for enemy 
weapons to get through. This is 
particularly effective if you 
build a barrier right by a tree, 
as it allows you a thin channel 
to lob grenades though, but 
forces opponents to be 
absolutely accurate. 


So let's block him in. He's not 
so clever now! 


{CRN I KICK IT? 

I won't state the obvious by 
telling you that Fire Punches 
are an excellent way to knock 
worms off the screen or into 
water, but people often forget 
that the punches also cut 
through the rock above you for 
quite a height. This means that 
you can surprise everyone who 
thinks you're being a coward 
by tunnelling away beneath 
them, by popping up and kick¬ 
ing them up the box. 


On The Pull 

Thanks to the variable length of 
the rope, should you want to 
get past a mine, you can hoist 
yourself up and over, get some 
swing going in the opposite 
direction, and then lower your¬ 
self down to safety. 


Collecting Weapons 

Before we discovered the ninja 
rope, collecting weapon crates 
in tricky locations was only pos¬ 
sible if a) it fell on your head, or 
b) you used a teleport. 
Fortunately, by tagging the 
crate with your rope you can 
reel yourself in, again, using 










































The mine detonates, and 
Parker's up, up and awaaaaay! 



Ferret is rather unfortunate 
here. 


move will propel him up and over. 

Dragon Ball 

TheDragon Ball is just as useful 
as the punch, only with more 
horizontal power. This means 
that, while the punch will give 
you height and distance, the 
Dragon Ball will knock enemy 
worms much further in one 
direction. If in doubt, you can 
always revert to the land mine 
[see Off YOU 60] 


Tips d 


TOH SHin Don 


Yes, strange but true, try this combination 
with 5ho during a match: Circle. Triangle, 
Square, X, L, R, L, R, Triangle. 





See him fly... 




As I shoot the mine teetering 
above him... 


The Domino Effect 

Thanks to the randomly-generat¬ 
ed landscapes, it's highly likely 
that you'll get the odd worm sur¬ 
rounded by mine-ridden areas. If 
you want to inflict high damage 
without wasting any of your lim¬ 
ited weapons, try this for a 
laugh. Find an area where there's 
a mine between yourself and an 
enemy worm, and then using 
either a bazooka or a shot gun, 
try to hit the earth just in front 
of the mine. The force of the 
blast should send the mine flying 
off towards your opponent, 
blowing up right in his face. This 
is particularly effective when 
mines are balanced on top of 
trees, mountains, etc that are 
otherwise 
blocking your 
way. As you 
can cause tons of 
damage without 
actually getting 
involved in any combat 
yourself. 


HURT 

When should you use a Dragon 
Ball? When should you use a Fire 
Punch? Simple questions, with 
very simple answers... 

I Fire Punch 

Sadly lacking the sampled Street 
Fighter 2 cries that featured in 
early versions of Worms , this is 
the ultimate way to show off 
when knocking someone off the 
screen. The advantage of using 
the Fire Punch rather than the 
Dragon Ball, is that the punch 
throws your opponent with 
greater height. Thus, should 
there be a rugged rock formation 
between the enemy worm and 
the edge of _ 

the play 
area, this 
little 




(1BH JRm T.B 

Hilarious japes abound, with this pointless- 
but-excellent cheat mode. When the 
'Tonight's Matchup' screen appears, press: 
Triangle, Circle, X, Square five times for 
Mammoth Head Mode, or... 

Triangle, Square, X, Circle twice for Big Head 
Mode. Enjoy. 

Matthew Fox, West Drayton. 




... where she slides... 


... right off the screen 


Fortunately, the punch gives her 
the height to get her up... 






... and straight back down to 
Earth... 


Agnetha's standing on a slight 
hill here. 




























































N/GHrWOlF WINS 
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Mortal Kombat III 

The mysteries of 
Mortal Kombat Ml 
need elude you no 
more. We are proud to 
reveal the gateway to 
every hidden foe v spe¬ 
cial move and hidden 
trick in this exhaustive 
guide to one of the 
PlayStation's greatest 
beat 'em ups... 

FINISH THEM... 

A brief guide to the many 'Alities within. 
Some moves can only be effect¬ 
ed from a set distance, and 
these have been noted along¬ 
side the commands - for exam¬ 
ple, sweeping distance. 

Similarly, to save space we have 
abbreviated the moves into the 
following for easy reference: 

B - Backwards 
F — Forward 
U-Up 
D — Down 
LK - Low kick 
HK — High kick 
LP — Low punch 
HP - High punch 
BLK-Block 
RN - Run 

When two moves are linked 
with a V sign, both commands 
must be pressed simultaneous¬ 
ly. Moves within brackets are 
activated with the first move 
still depressed. Release button 
when bracketed moves have 
been completed. 

FRTRLITIES 

Effected at the end of a second 
winning bout. 

BRBRLITIE5 

Becomes ineffective if a block 
move is used. 

FRIENDSHIPS 

Rendered ineffective if a block 
move is used. 

MERCIES 

If both players has won a round, these 
endow the loser with extra energy. 

Characters all share the same 'Mercy' 
move — RN (D, D, D) — whilst standing 
half a screen away from the loser. 

RNIMRLITIES 

Only applicable if a 'Mercy' has 
been performed. 


HAT SLICE - F, F, B, D, HP (SWEEP RANGE) COIN-OP - BLK |U. D. U. U). RN ♦ BLK 


TORNADO - B ♦ BLK ♦ RN (REPEAT) 


BURN OUT - F. F. 0. 0. LK 


RN, RN, RN, RN, RN, BLK (CLOSE)BLK |0, 0, U) 


A new indian tribesman 
entrant. 


BLK (F, F. 0, 0) BLK (CLOSE) 


0. F. F, HP 


0. 0, 0, HK 


RN, LP, RN, LK 


RN. RN. RN 


LIGHT BEAM - BLK (U, U), B, F, BLK (CLOSE) 


LIGHTNING - HP (B. B. 0) HP (OUT OF 
SWEEP RANGE) 


KUNG LAO 


LIU KANG 


Armed with a decapitating 
hat throw. 


Martial arts hero of 
the trilogy. 


NIGHTW0LF 



















































































FRIENDSHIP * BRBRUTY f RNIMRLITY p FRTRLITY2 * FRTRLITYI 





INFLATE- 0. D. B, F, BLK 


EYE LASER - LP. BLK. BLK. HK (SWEEP) 


HP (F. F, D. F) HP 


HP (BLK. BLK. BLK) HP |CL0SE) 


SCARE -RN, BLK. BLK. BLK. HK (STEP AWAY SKELETON GRAB - LP (F, D. D, D) LP 


SELF DESTRUCT - D. D, F, U*RN (CLOSE) 


HELI-5LICE - BLK (D, D, U. D). HP 


BLK (U, U, D, D) (CLOSE) 


SLICE - BLK (U. 0. F. U) BLK (CLOSE) 


LP (F. F. D, F) LP 


CYRAX JAX KABAL KANO 


The first of two robotic Bionically-enhanced wrestler Comes with rucksack Sonyas investigative aide, 
kombatants. returning from MKII life-support unit. 
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FRIENDSHIP f BRBRLITY " RNIMRLITY i FRTRLITY2 P FRTRLITYI 


SEKTOR 


SHANG TSUNG 


SHEEVA 


SINDEL 





The second robotic entrant. Kahn's shape-shifting 

henchman. 
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FLAMER - f. f, F, B, BLK_5PIKE BED - IP |D. F. F. D) IP (STEP AWAY) 


A female four-armed Kahn's bride — with fly- 
mutant. away hair. 



RIPSKIN-HK |B, F,F)HK (CLOSE)HAIR COIL - BN. BN, BLK. BN, BLK 
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RN. RN. RN. RN. D 


LK. RN. RN. 0 


F. F. D, F. HP 


RN. RN. RN. RN. RN * U 


CRUSHER - LP |RN, RN. BLK), LP_SOUL SUCK - LP |RN. BLK. RN. BLK| IP (CLOSE) 


F. F. 0. U (CLOSE) 


nr |KN. HN. KN) HP (5WtEP RANI 


POUNDING - F, D. 0. F. LP (CLOSE) SCREAM - RN. BLK. BLK. RN ♦ BLK 


RN. BLK. BLK. BLK. BLK (CLOSE) 


0. 0. 0. B. HK 


BLK (F.F.U) HP (STEP AWAY) 


RN. RN. RN ♦ U 


B, 0, D, 0. HK 


RN. RN. RN. LK 




























































































FRIENDSHIP | BRBRLITY f RNIMRLITY 1 FRTRLITYZ I FRTRLITY1 


SONYA 


STRYKER 


SUB-ZERO 


An undercover agent out SWAT team member and 
to stop Kahn. explosives master. 



CRUSHER - BLK * RN |U, U, B. D| BOMB - D, f D. F. BLK (CLOSE) 


A new outfit for the 
master of ice. 



FREEZE BREATH - B. B. D. B. RN ISWEEP 
RANGE) 


Tips 

RRvmnn 

Only god knows why anyone would want 
to do this, but if you want to see a bonus 
intro, hold down LI, L2, R1, R2, X, and the 
start button while the PlayStation logo is 
on screen. Keep these held while the 
game loads and you'll get a different 
intro unless you release all the above 
buttons. Er... great. 

Steve Wickenden, Greenwich 



TOH SHIR Den 


Should you get so beaten up that your 
energy bar starts to flash red, try these 
last minute 'go bonkers' moves to take 
your opponent with you. 

EMI 

KAYIN 


KISS OF DEATH - B, F, D, 


0, RN 


TASER - F. F. F. LK (FULL SCREEN) 



LP (B, F, D) LP 


SONYA WINS 

r : r 

IeT-U? . 1 
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D, D. F, LK 


RN, RN, RN. BLK 


STRYKER WINS 

r^T 

)T IbI ' ] 

# 

- MSB-- ' 

K , 

i 


D. F. F. B, HP 








SOFIA 


RUNGO 

MONDO 

IX - a 

DUKE 

/|X-— A 

ELLIS 


BLK + RN (F, U, U) (CLOSE) 


ICE SMASH - BLK, BLK, RN, BLK, RN (CLOSE) 


0, B, B, HK 



On the title screen, press 
down, down/left, left, 
square. You'll then hear 
"FIGHT!", and on the charac¬ 
ter select screen go to Eiji 
and push X. Gaia will now 
show up and you can kick 
some serious butt! 

Anthony, Brentford. 
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‘The more things change, the more they stay the same...’ Huey Lewis and The News. 

Yes, the PlayStation may be the ultimate in video game technology, but is it des 
tined to become the domain of barely playable FMV movies with occasional 
interactive sections? Not if the current trend of raiding the graves of past hits 
continues... 

I t is a commonly-held opinion that fashion is a circular beast. Memories of 
taking the piss out of the poor, unfortunate sod who was made to wear 
flared (or even moderately straight-legged) trousers to school are common 


I in anyone over the age of sixteen. While towards the end of the Eighties 
there was the "Trainer Farrago" whereby if you didn't need a mortgage to pay 
for the latest Reebok line with a torch in the front or whatever, you were obvi¬ 
ously some kind of social leper. Yet, as the current 'Retro' trend continues, we 
see old favourites such as Adidas, Fred Perry and — yes — even flared trousers 
making a comeback, which means that Reebok probably have some ridiculously 
OTT trainer in the offing. 

With fashion on this ever-rotating wheel, the even smaller world of the video 
game is also in the process of retracing its roots, with seemingly long-gone ideas 
being revamped to make use of updated capabilities. Capcom, for example, 
have returned to the original Street Fighters for their imminent Alpha Edition — 
and SF is barely two years old! Similarly, some of the 'old school' developers - 
Namco, for example — can dig as far back as 1982 and the likes of Pac Man and 
the kind of hoary old coin-ops normally found in the rest areas of swimming 
pools and leisure centres. 

In celebration of the imminent release of EA's Zaxxon clone Viewpoint (itself an 
update of an update, adding graphically to the original Neo-geo code), 
PlayStation Plus explores the innermost aspects of the EA game in our exhaustive 
review, while taking in Namco's celebratory oldies compilation along the way, 
and revealing the tortured and twisted family tree of the video game. 

Expect the expected. 





GAME DIFFICULTY: HARD 
CONTINUES: THREE 
SKILL LEVELS: 3 


CRME SPEC 


In Viewpoint the player has a 
total of three special bombs 
with which to devastate his 
enemies. Fresh supplies can be 
picked up along the way. And 
here they are in all their graph¬ 
ical glory... 


viewpoint 

was abducted by 
aliens once. Well, I 
say abducted, has¬ 
sled might be more 
appropriate. Newly 
arrived on planet Earth, they 
chose me as their guide. Because 
of the late hour I was a bit stuck 
for places to take them but we 
finally settled on the local night¬ 
club, Ritzy's. So Bernie Baraka 
(white, skinny with huge black 
eyes and an enormous head), 
Frank Genzork (small, blue, kind 
of troll looking) and myself 
jumped in a cab and headed 
downtown. At first things were 
swinging along nicely, we were 
knocking back the beers and tak¬ 
ing in the vibe. As Bernie and 
Frank got steadily more drunk 
though, things took a turn for 
the worse. Bernie got a slap off 
some girl after he said she had a 
good set of ion particles on her, 
and Frank got into a fight with a 
cigarette machine which, he 
said, was giving him funny looks. 

At about 4am we decided to 
cut our losses and quit the club. 
Strolling home, Bernie insisted 
we stop off for a kebab because 
he had heard curious things 
about it from other interstellar 
travellers. He ordered a donner 
with chilli sauce, and rather than 
eat it he pushed it against his 
roomy forehead to analyse its 
atomic structure. He seemed to 
enjoy it but it can't have agreed 
with him because an hour later 
he psychically vomited leaving 
diced electrons all over the road. 

On that note we went our sep¬ 
arate ways. I caught to 246 to 
Pembroke Grove and Mssrs. 
Baraka and Genthrak, still in the 
partying mood, decided to head 
for Jupiter and check out a late 
licence boozer somewhere 
beyond the infinite... 

As for Viewpoint , that's about 
aliens too, although not the kind 
that might join you for a drink, 
admittedly. In fact, this hostile 
batch of ET's are deserving of 
annihilation alone, and in this 
diagonally scrolling shoot 'em up 
that's exactly what you're 
expected to give them. Quite 
simply, shoot, destroy and don't 
die. And if all else fails, try 
appeasing them by offering to 
buy the drinks. 


I JIN =t^l!•] ’A7 *H My personal 
favourite.This power up sees a 
vast wall of fire spread over the 
screen reducing everything in 
its path to ashes. 


A cluster 

of missiles seek and destroy 
the most immediate enemies. 
When none are around they 
glide along until a target is 
found. 


This causes a huge 
nuclear explosion with a centre 
of impact and then shockwaves 
which destroy just about 
everything else on the screen. 


There are a total of six levels in Viewpoint and each of them comes with 
a unique theme and range of enemies and, of course, they get progres¬ 
sively harder. Here's a taster... 


Dominated by chrome. Level One sees some enemies that look more 
like mathematical apparatus. Slinky springs twist and turn to hamper 
your movements, barriers remain shut until they can be cranked 
open with some accurate shooting, and there are plenty of mechani¬ 
cal enemies knocking about keen on your destruction. 
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IU|UkVl]H Level Two brings with it a surreal underwater _ 

theme. There are space turtles which spin invincibly around 
when their heads are tucked into their shells. Fish get mean by 


springing out of the water or laying mines. Jellyfish that rise up to 
the surface spraying bullets and sea monsters that disappear in and 
out of holes. 




i v 




liuii |j|3flThe theme moves from the 
water to a serene garden but this is no 
Eden. Level Three sees enormous slugs 
stomp slowly about, rolling worms that 
come whizzing towards you, bees 
and centipedes and even gates 
with sharp teeth that snap shut 
violently.There's also a huge web 
at the end 

with an un- : 

friendly boss £$ y 

lying in wait. • • 


llllifl A mixture of raaqed 


rocks and industrial landscapes 
Level Four starts to really turn up 
the heat. There are loads of gun tur¬ 
rets firing from all directions, guid¬ 
ed missiles, flame throwers that 
shoot out blasts from the walls and 
crusher Ij ■ 
blocks 

designed to ' f 

see to it that f ' ^ 

your ambi- _ 

tions are mer- f 

cilessly flat- 0 * I 1 

tened out. * 






LtVtL riVfc: 


heat up on Level Five when the lava 

gyp*' 

starts to flow. Spreading in arches. 


this level is dominated by the hot 


molten rock which constantly 


blocks your path necessitating 

some useful dodging abilities. Just 


to make things even tougher, coni¬ 
cal rocks jut out from the rocky sur¬ 
face and fire bullets at you. 
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Proceedings are bought to a close with a few billion volts of 
electricity. Sharing some things in common with the first 
level. Level Six sees laser beams stretching out as obstacles, 
electricity pylons sending lightning across your path, 
exploding asteroids flying in all directions and rolling cubes 
guarding the prize of a power up. Phew! It sure ain't going 
to be easy! 
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KICKS FROM THE SIX 


As if the game isn't tough 
enough, the bosses in Viewpoint 
are even harder to handle requir¬ 
ing a good degree of skill and 
not a little bit of luck to put 
them in their place. Here 
begineth the lesson... 

The first and the easiest 
of the bosses to defeat but don't 
let that make you think it's a 
push over. Spraying a myriad of 
bullets and using the two power¬ 
ful cannons at its side, plenty of 
fast reactions and quick dodging 
is necessary. Also, watch out for 
the suspicious looking probe 
which surges out at the ship. 


Fitting in with the 
underwater theme of this level, 
this boss is a cyber crab. Of all 
things it uses lethal bubbles to 
try and break you down. It also 
releases its pincers which dart 
out in surprise attacks. After 
repeated battering it loses its 
shell but the crab brain that's 
left fires rapid crescent lasers to 
keep you on your toes. 


| This robotic wasp 
starts off proceeding by spray¬ 
ing loads of bullets everywhere. 
The first aim is to get rid of its 
wings so that it can no longer 
move about to freely. Once this 
is done it starts firing more bul¬ 
lets out of its abdomen and 
lurching its head out from its 
insect shell in an effort to eat 
the ship. Swat it! 

Like the head of a totem 
pole, this curious alien has four 
faces and each of them must be 
destroyed before it is defeated. 
Now's the time to make use of 
any special weapons you might 
have left, and it's a real test of 
perseverance trying to dodge 
what seems like an endless bar¬ 
rage of bullets while still trying 
to get a few shots in yourself. 

££222 Looking like a chrome 
plated Fisher-Price toy, this boss 
is far from child's play. It releases 
its spinning wheels and each of 
these fires bullets as it revolves. 
The central axis between the 
wheels fires a thick laser beam. 
It's here that you want to concen¬ 
trate your fire. Get a special or 
two in as well, and eventually the 
thing is history. 

The final boss is obvious¬ 
ly the toughest cookie of the lot. 
On four legs it launches missiles 
from its sides and bullets from 
the front. When your battering 
makes it lose its legs, it starts to 
spin on the spot releasing walls 
of flames. Once this is overcome 
the true organic nature of the 
boss reveals itself as its skull 
heads pulsate. Keep firing! 




NAMCO GO PAC IN TIME 

Few companies are as steeped in video game 
history as Namco. While PacMan is undoubt¬ 
edly their most recognisable hero, older users 
may indeed remember the likes of Rally X, 
Galaga, and Pole Position. Having rekindled a 
few memories by tagging versions of Galaxians 


and Galaga to the start of Ridge Racer and Tekken , 
their latest CD, Museum Piece Vol. 7 is an 
unashamed trip down memory lane, with the player 
wandering around a 3D landscape, entering muse¬ 
ums dedicated to the said Namco past masters. On 
entering the Namco 'museum' the 3D environment 
drops the player into a room based on one of the 
arcade classics, with posters and memorabilia scat- 







tered around. On proceeding, though, the player 
eventually finds themselves in front of their chosen 
coin-op, while huge sprites whizz around in the 
background, mimicking the onscreen action - huge 
FI cars, for example, grace the Pole Position room. 
There are rooms and perfect conversions of Pole 
Position, PacMan, Calaga, Bosconian, ToyPop, Rally- 
X, and an updated version of the latter with a 


'New' prefix. As expected, the conversions are 
identical to their pensionable coin-op parents - 
but the realism even extends to a series of UDGs 
appearing when the game is booted! Similarly, 
fiddling with the buttons engages a CPU screen, 
where switches can be altered for extra lives and 
the like. 


SLICES OF HISTORY 

A whistle-stop guide to 
Namco's newly-available his¬ 
tory CD... 

PACMAN 

Ah c'mon, it's bloody PacMan. 
Possibly the most famous 
game star ever. 
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SEED! 


BOSCONIAN 

A little-known shoot 'em up, 
with the player wandering an 
eight-way-scrolling play area, 
picking off enemy ships and 
blowing up larger bases. 

RALLY-X/NEW RALLY-X 

A race game with the player 
attempting to avoid contact 
with CPU-controlled foes. 
Contact is fatal, but a 007- 
style array of oil and smoke 
screens eventually puts them 
off the scent. 


A traditional shoot 'em up, 
featuring swooping aliens. The 
logical step up from Calaxians. 


POLE POSITION 

Released through Atari into 
the arcades, and a classic road 
racer with famously blocky 
sprites. 


TOYPOP 

Never saw this one, but an 
engaging game nevertheless 


Seeing Viewpoint for the 
first time at the E3 show in 
LA came as a real surprise to 
me. Unannounced, unhyped, 
but looking superb, I 
thought EA had really pulled 
out the stops to make a 
favourite coin-op of mine 
even better. However, it is 
often said that the memory 
cheats and, to an extent, 
this is true of Viewpoint. 
While I appreciate its finer 
points and superb graphics, 
its simplicity as an enjoyable 
blaster isn't enough to sus¬ 
tain long-term interest. The 
levels are incredibly tough 
and, initially progress can be 
immensely frustrating. 
Granted, the password sys¬ 
tem and smart bombs make 
life easier, but I have a feel¬ 
ing the extreme difficulty is 
there to make up for the 
lack of stages. In short, 
while I am still very fond of 
this 'meat and potato' 
blaster, the basic idea seems 
tired and, as such, cannot 
warrant a higher mark. 












































VIEWPOINT 


Since we had Viewpoint in for preview in Issue Two a number of 
improvements have been made. Most of them are cosmetic, see¬ 
ing an improved detail in the sprites, especially the bosses. 
However, EA have also made it a bit more frenetic by including 
more sprites and by making the bosses tougher to beat. No new 
power-ups have been introduced though which is a bit of a shame 
because as well as adding to ^ 
the variety, a few more 

weapons would alleviate how ■'* 

mind-bogglingly hard the 


As well as the three specials 
that are available, there are also 
a few other things lurking 
about that improve the effec¬ 
tively of your ship. To triple 
your firepower there are two 
revolving globes which glide 
along at your side and shoot in 
synchronisation. Also, look out 
for the star icon which improves 
the power of the bullets you 
fire and also the shield which 
protects you for one hit. Fin¬ 
ally, by holding the fire button 
down, you charge up and are 
then able to release a bolt sig¬ 
nificantly more powerful. But 
remember that in the time it 
takes to do this, you're proba¬ 
bly being swarmed by enemies. 


The shoot 'em up is 
the perfect example 
of how ideas come 
round and round 
again. From the mun¬ 
dane Space Invaders, a 
new generation of 
ideas were spawned, 
only to run out and 
appear once again as 
new slants on per¬ 
spective were at¬ 
tempted. What fol¬ 
lows is a sketchy fam¬ 
ily tree of this most 
popular genre, with 
the most innovative 
shoot 'em ups listed 
for what they add to 
the genre. 


SPACE WAR 

Basic one-on-one blaster. 


SPACE INVADERS 

One man against hordes 
of alien ships. 


GALAXIAN 

Adds swooping fleets to 
the Space Invaders idea. 


PHOENIX 

Galaxians finds a larger 
boss creature' plonked on 
to the final screen. 


5TARF0RCE 

The first vertically-scrolling 
shoot 'em up. 'Power-ups' are 
also introduced. 


DEFENDER 

Pushes the whole thing on to 
its side. 


SCRAMBLE 

Sideways action, but with a 
multi-stage mission. 


NEMESIS 

Bosses and extra weapons 
make it to the sideway¬ 
scrolling genre. 


ZAXXON 

First to use an isometric angle, 


STAR WARS 

Entering the 3D era, blast 
ing into the screen. 


GALAXY FORCE 

Ties up the loose ends by mix 
ing everything into a 3D 
blaster... 


VIEWPOINT 

It all comes together: R-Type 
and Zaxxon combines. 


R-TYPE 

A 'beam' weapon requiring 
powering up is introduced. 



ROB)] 


The compar¬ 
isons to the 
bygone 
Zaxxon are easy enough to 
spot. The basic tenets of the 
gameplay are identical: a 
left to right, diagonally 
scrolling shoot 'em up with 
special weapons and the 
occasional pick-up. Where 
the two games diverge dras¬ 
tically is in how they look. 
Viewpoint is simply stunning 
to look at with amazing light 
sourcing making the chrome 
shine, the water glitter and 
the fire glow. This graphical 
expertise is also prevalent in 
the variety of sprites and 
the detail of them, and 
especially with the bosses. 
Be warned though. View¬ 
point is an incredibly tough 
game. Even on easy it'll have 
you bewildered as to what it 
takes to make it through a 
level. It is perhaps for this 
reason that the levels are all 
quite short and that there 
are only six of them in all. In 
criticism I would have liked 
to have had a few more 
power ups and maybe a 
greater choice of special 
bombs available. But if 
you're someone who thinks 
you're hot stuff when it 
comes to shoot 'em ups, get 
a hold of Viewpoint and be 
blasted back down to size. 
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TO LEVELS YOU NEVER KNEW EXISTED! 




GAMES*. further 
VOLUMES OF ACTION 
REPLAY TO'CO ME! 


SETS OF CHEATS FOR 




Ridge Racer Wipeout 

Rate on all tracks forwards |?n tracks'** 6 ° n 


& backwards. Select ALL 
cars indodjng the secret Jumping ROSn 
e-u c Select any world. Plus 

high jump. 


Black Griffin car. 

Destruction Derby su »* rl 

Your car receives no Lem m ingS 3D 

Select any level 

Kileak The Blood , , 

All weapons activated ] i f i, 1 . .... 

and unlimited power. Select all extra hidden 

fighters. (See example) 

Rayman Ajr Co mbat 

Select any mission and 
AND MORE.. an Y alrcroh 


Simply choose from the 
menu of amazing Game 
Busting cheats...Just look 
at some of the games 


EXAMPLE CHEAT! 

TEKKEN™ by NAMCO T ' 


Allows you to select the extra " hidden"characters, this includes, Kunimitsu™, Armor king™, P.Jack™, 
Kuma™, Heihachi™, Lee™, Wang™, Anna™ and Ganryu™. 

Moving the selector to the right, past Michelle™, will display the new characters. 

EACH CARTRIDGE CONTAINS 14 OTHER GREAT CHEATS LIKE THISI 


PLAYSTATION 

DIRECT 

REPLACEMENT 


EXTRA LONG CORD 
8 FIRE BUTTONS 
SLOW MOTION 
AUTO FIRE 


With this amazing game save cart 
you can save your game and restart 
with saved game. 

Save up to 1 5 different scenarios. 


am DAAn 


HP A Please add £2.00 per order.* 

^ For next day delivery add £5.00 
A For export orders we will quote 
shipping at cost via UPS. 


FAX 01782 744292 


GOVAN ROAD, 
FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT, 
ST4 2RS, ENGLAND 


PLAYSTATION IS A TRADEMARK OF SONY CORPORATION LTD 




















































































Three issues old, and already 
we've been inundated by stupid 
'what's better' and 'please put 
these games in order of best to 
worst' letters. Consider this sort 
of letter now banned. Outahere. 
Nowayjose. But if you do have 
intelligent things to ask, please 
write in and we'll do our best. Ta. 


Send your views and questions 
to: 

Plus Points, 

PlayStation Plus, 

Priory Court, 

30-32 Farringdon Lane, 

London, 

EC1R3AU 


STS IMPORT INTO PAL DOES SO 

long ago. Just two more things: write to inform you that the 

will there be a steering wheel information you gave to Mr Dave 


include a demo CD with future 
issues by putting the price of your 
mag up to say £5? 

2. What sort of picture will we get 
from import games on a PAL 
machine? 

3. What's the real reason for the 
black coating on the CD's? Is it for 
anti-piracy? 

4. How about a games chart on 
import and official games? 

5. Can you do a readers ad section 
for people who want to sell or swap 
their games? 

6. Finally , do you know the cheat to 
use the Black Criffin car in Ridge 
Racer? Please say yes to this. 

Neil Baxter, Bodmin 


The bane of my life are multi¬ 
question letters. Most of your 
points were answered last month, 
so I really can't be arsed to go 
into it all over again. The reason 
Sony have black CDs isn't any¬ 
thing as complex as piracy rea¬ 
sons, it's simply a style thing. If 
we can find a reliable chart we'll 
consider it, but we're tight 
enough on space without adding 
a 'Multi-Coloured Swap Shop' to 
the mag. We've got enough 
tossers working here as it is, with¬ 
out someone pretending to be 
Cheggers or Noel Edmonds... 


Excellent mag, nice layout, good 
reviews, witty 'put downs' to 
idiots etc. - which may happen to 
me! Anyway onward — I was read¬ 
ing your feature on Doom last 
month (being a fanatical 'sad' 
Doom player myself) and was 
wondering if there will be anyway 
of playing external PWADs? 
There are hundreds of great lev¬ 
els out there begging to be 
played and, to be frank, the levels 
in the original Doom are pretty 
poor by comparison - for two 
player mode at any rate, and let's 
be honest, single player mode is 
strictly for girls. If it wasn't for 


coming out for the PlayStation West of Sunderland is wrong. You 
and can you extend your letters told him in the November issue 
page? that import games will not work 

Stephen Angood, Swindon on PAL machines and vice versa. 

Well they will if you use the fol- 
GTi's Doom features elements of lowing little tip: 

Doom, Doom II, and Ultimate 
Doom , leaving out the weaker 
stages for a much tighter game. 

As far as I know there's isn't a way 

to create data discs for the 

PlayStation, but as GTi currently 

have no plans anyway, it's a ^ 

redundant factor. Numerous new 

controllers are on the cards, but 

there's no sign of a steering _ S*5S3!- . 

wheel one yet. CTi & ftLLj f££r|P 


September 29th! I've been wait¬ 
ing for a day like this all my life. 
On this Friday I went into Toys 'R' 
Us and bought a PlayStation for 
£287 with Street Fighter: The 
Movie game/the demo CD and a 
demo tape free. Bargain! I then 
went into WH Smiths and bought 
your mag. Another bargain! Your 
mag covered an amazing amount 
of games within its covers. 
Congratulations on one fine pub¬ 
lication. Anyway, here's a few Q's 
in exchange for A's: 

7. Is there any chance you could 



































First go to the CD player screen 
and place any CD in the 
PlayStation so long as it matches 
- ie UK machine - UK game, 
Japanese machine — Japanese 
game etc. Do not close the lid. 
Instead place something on the 
back like a small bolt. I use a small 
piece of lead rod. The disk will 
spin for about three seconds. 
Remove the CD and replace it 
with your import game. 
Remember to leave the bolt in 
place. Now exit the CD player 
screen and the game will auto¬ 
matically load. 

I was told this be the shop 
where I got my US PlayStation 
from. They also told me that a 
switch can be fitted for about 
£20. NB - this works on all makes 
of the PlayStation only with a 
SCART lead. If an RF cable is used 
the picture on import games is 
either fuzzy or black and white. I 
know several people, all with dif¬ 
ferent makes of PlayStation, who 
use this method successfully. 

Carl Norcup, Newcastle 

We've been using what we call 
the 'pen trick' for quite a while 
now, but it can hardly be called 
the safest method can it? I'm sure 
Datel will eventually release a 
piece of plastic to stick in the 
small hole in the PlayStation's CD 
port, then we can get on with 
more important matters. This 
subject - tedious as it is - is now 
closed. ° 

MODE SODDING 0IESII0NS 

Your magazine is really interest¬ 
ing and funny. After buying and 
reading it just twice I am a dedi¬ 
cated follower. I have just pur¬ 
chased a PlayStation so please 
please please could you answer 
some questions of mine. 



7. What are the best 3D and 2D 
fighting games on the PlayStation? 

2. When are the following games 
going to be released: Street 
Fighter Alpha, X Men: Children of 
the Atom and Tekken 2? 

3. Will any Zelda -type RPC's be 
coming out for the PlayStation in 
the near future? 

4. Are there any good footy man¬ 
agement games in the pipeline for 


the PlayStation. 

D.O. Eddy, Bracknell 

Tekken is by far the greatest beat 
'em up. Period. Virgin have now 
taken on the rights to Street 
Fighter Alpha (and, indeed, most 
of Capcom's other new titles) and 
it's due in March. X-Men is com¬ 
ing, via Acclaim, sometime in 
February. Tekken II is at least nine 
months away, more for the PAL 
version. There are plenty of 
decent 3D RPGs to replace Zelda , 
and take a look at Elite's On-Side 
for your footy manager fix. 

ft SKINFLINT INDITES 

Why is it that the price of 
PlayStation games are so high? I 
mean, in Japan where the market 
for Sony is booming the games 
are almost half the price. I know I 
speak for hundreds, maybe thou¬ 
sands of PlayStation owners 
when I say we all want to know 
why the prices are so high. The 
majority of our market is made 
up of kids and teenagers, most 
of whom don't and can't work so 


ball-park figure is, I'm rather 
afraid, very unrealistic. 

ft PLEA FDD EDUCATION 

I presume that I would be one of 
your older readers now that I've 
managed to make it into my thir¬ 
ties, but even at my advanced age 
I still enjoy a good game, so I 
bought a PlayStation on its re¬ 
lease day. The demo CD was a 
great idea and the first game I 
bought was WipeOut and it still 
has me playing it with my chin on 
the floor after three weeks. My 
only question is are there any 
software companies intending to 
release any educational software 
for the PlayStation? Encyclopae¬ 
dias, for example. I hope so as I 
think that this move would make 
the PlayStation truly a system for 
absolutely everyone. 

Chris, Peterborough 



readers, peel off those Guns N' 
Roses T-shirts, wash that greasy 
mat atop your napper and go out 
and meet some real people, ya 
sad buggers. 

So lads, if you want a bit of 
credibility, weed out the weir- 
does. Secondly, is there any 
chance of a free copy of the first 
issue as I missed out? And lastly, 
give us a job. Oh, and by the way, 
if anybody writes in to criticise 
my letter, I know the editor and 
your address is mine. 

Mr. I Takeitt, Anywhich Way 

Admit it, you're a bloody fifteen 
year-old who has been into a pub 
once (probably to pass a message 
on to a parent). Are we right? 



where the heck are we meant to 
raise the cash for games. I know 
many will say parents, but let's 
face it, parents will only go so 
far. Please put us all at peace 
and give us a a 

straight 
answer. Is 

Sony's mar- f " 
ket research Ik 
not aware of ||^ 
what they 
are asking us 
to pay. I 

mean, most J 

of the 
games on 
the Play¬ 
Station are bri I- 1 
liant but paying 
£40 or£50 for W 
next genera- J 
tion console % 

games is still 
too much. I 

think that games for next gen 
consoles should be no more than 
£25. Companies would still make 
money if they sold them at that 
price but £40 or £50 for a game is 
daylight robbery. It's a joke what 
they are expecting us to pay. 
Darren Schliefke, Norfolk 


First of all the mag is really kick¬ 
ing, with good reviews and 
i excellent features like Doom in 
\ Issue Two. Keep up the high 
I standard. But I think I should 
f stop sucking up to you and just 
get straight to the questions, 
and hopefully you can answer 
them for me? 

7. Will there be a really good 
^ shoot 'em up like Virtua Cop 
coming on to the PS? 
jjy|| 2. Will it include a gun? 

3. How much will it 

4. Will there be a 
WL Doom 2 coming 

out for the PS? 
James Warley, 
West Sussex 


Kicking? KICKING? Enough with 
the pseudo hip-speak, already! 
No, nothing like Virtua Cop is 
planned. Buy the wrong machine 
did we? 


No plans for education 


al stuff. I'm afraid. 


Don't pay it then. Who said you 
had to? Games have always been 
in this price bracket — apart from, 
of course. Spectrum cassettes 
which cost a fiver, as I'm sure you 
were bound to retort. Prices are 
high because a game like Jumping 
Flash is created over a period as 
long as eighteen months, by a 
team of dozens. Costs are spi¬ 
ralling in terms of development, 
and this is ultimately reflected in 
the price. If the price is ever to 
come down, it will be when the 
CDs sell many more copies, allow¬ 
ing for duplication costs and the 
o like to fall. Until then, your £25 


After reading last month's mag I 
thought I had to write in. As I read 
most of the mag I thought it was 
shaping up as a mag for lager 
swigging lads like myself, you 
know? Folk with a life? Then I got 
to the letters page and there's 
arses spurting out shite like "Is 
the SCART cable RGB or 
Composite?" and some tosser 
calling the mag "fab". Oh, who 
gives a bugger? I mean, it's fine 
for you lads that w°rite the mag to 
spend hours playing these games 
'cause you're getting paid for it, 
but what about these saddos? 

So can I just say to some of your 








EFTs highly acclaim- 
ed interactive movie, 

Wing Commander III, 
hits the PlayStation. 

But can a star cast 
of Mark Hammill and 
Malcolm McDowell 
really add to the 
way games play? Or 
are they an expen¬ 
sive gloss over mini¬ 
mal gameplay? 

Find out in neKt 
month’s review as 
PlayStation Plus 
takes on the Kilrathi IjSS 
and the whole ‘inter- . > 
active movie’ genre... 
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On sale December 15th 
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COtJSZ All!? 

Official UK Sony 

PlayStation 

0 £27999 


2 ACCESSORIES 

o 

g 1.S0NYJ0YPAD £24.99 

00 2. SONY MEMORY CARD £19.99 
S 3. SONY MOUSE £24.99 

S 4. SONY LINK LEAD £19.99 
X 5. SONYSCARTCABLE £24.99 
6.NEGC0NPAD £44.99 

> 7. SCART CABLE £19.99 

X 8. JOYPAD EXTENDER CABLE £14.99 
ty 9. OTHER JOYPADSFROM £14.99 




TEKKEN - 8 characters and 9 bosses 
all with devastating attacks / 
super smooth animation with 
mind-bending, back breaking martial 
arts manoeuvers 


SONY 


COMPUTER 

ENTERTAINMENT 


THIS MONTHS HIGHLY RECOMMENDED GAMES 


FIFA '96 

Electronic Arts top rated 
football game is now 
available for the Playstation 


HERE IS jUST A SELECTION OF SOME OF THE OTHER GREAT TITLES AVAILABLE 


TOP TEN GAMES 


Ridge Racer. £37.99 

Tekken. £39.99 

Tohshinden. £39.99 

Jumping Flash. £37.99 

Wipeout. £39.99 

Destruction Derby. £36.99 

3D Lemmings. £34.99 

Mortal Kombat 3. £39,99 

FIFA 96. £36,99 

Actual Golf. £36.99 


Theme Park. £37.99 

Fade To Black. £37.99 

Primal Rage. £37.99 

Split Realities. £37.99 

Screaming Wheels. £37.99 

Rapid Reload. £34.99 

Raiden. £37.99 

Boxers Road. £37.99 

Dynamic Tension. £37.99 

Shellshock. £37.99 

Waterworld. £37.99 


Ultimate Paradious. £36.99 

Motor Toon GP. £36.99 

Streetfighter The Movie. £34.99 

Cybersled.£ 34.99 

11th Hour. £37.99 

Starblade. £39.99 

Krazy Ivan. £34.99 

Assault Rigs. £36.99 

Road Rash. £36.99 

Magic Carpet. £36.99 


Spot Goes To Hollywood ..£36.99 


Rayman. £39.99 

Prowler. £36.99 

Creature Shock - Special Ed£39.99 

Defcon 5. £36.99 

Syndicate Wars. £37.99 

Goman. £37.99 

Rollcage. £34.99 

Air Combat. £37.99 

Goal Storm. £37.99 

Project Overkill. £36.99 

Arc The Lad. £37.99 


WE ONLY SELL UK PRODUCTS .... NO IMPORTS!! 
WE GET ALL THE GAMES FIRST, SO WE DELIVER 1ST!! 

Prices correct at time of going to press & subject to change without notification E&OE 



MAIL ORDER DIRECT ON 

01442279700 


217 LONDON ROAD • APSLEY • HEMEL HEMPSTEAD • HERTS HP3 9SE 


Cheques/Postal Orders payable to 
Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 

Software & Accessories FREE 

10 TELEPHONE LINES |jji B£| 
Open 10 a.m. -7 p.m. JgT 
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